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Avalon Hill Philosophy Part 67 


Our attention has been drawn to a letter from 
Michael Zynski published on page 33 of the 
January/February 1978 edition of this maga¬ 
zine The editor has been informed by Games 
Centre that the game ordered by Mr. Zynski was 
not despatched to him because he failed to put 
his address on his order or his follow up letter. 
Games Centre went so far as to institute 
enquiries through the postal authorities to try 
and establish his address, but without success 

Games Centre have confirmed that if they 
are advised by Mr, Zynski of his address, the 
game will be despatched to him immediately 

In the circumstances, any implication that 
Games Centre have acted other than entirely 
properly is much regretted and unreservedly 
withdrawn. 

The above comes by way of an apology to 
Games Centre and the readership for a momen¬ 
tary lapse in good judgement The decision to 
print the alluded-to letter from Mr. Zynski was 
made at the last minute while attempting to keep 
up with our perpetually late publishing sched¬ 
ule, Professional courtesy in such matters calls 
for a check with the accused supplier to see if 
there is any foundation to the claims being 
made. Extenuating circumstances were pres¬ 
ent. but do not constitute sufficient excuse for 
our action. 

The subject touched upon in Mr. Zynski's 
complaint was a sore one because we had just 
heard that the perpetrator of the hobby's largest 
mail order sham to date, Liberator Games, had 
just returned to this country due to the expira¬ 
tion of the statute of limitations on mail fraud 
This unhappy news, coupled with our failure to 
recall the connection of Games Centre with 
Graeme Levin s excellent GAMES & PUZZLES 
magazine led to our hasty action. Games Centre, 
by the way. runs a very reliable and complete 
mail order service for games enthusiasts with 
over 300 titles constantly in stock As such, they 
are an exceptionally valid source for hard to 
locate foreign games and we urge readers 
looking for help in this area to inquire at their 1 6 
Hanway Street, London, Great Britain W1A 2LS 
address 

There is a lesson to be learned by my 
unfortunate experience, however. Regardless of 
how bad things appear to be from one individu¬ 
al's viewpoint, there is always the possibility of a 
completely different view when approached 
through the other fellow s eyes Mr Zynski's 
letter is a case in point. His letter gives every 
indication that the writer is well versed in mail 
order procedures and extremely literate. The 
reader may well understand my dismissal of the 
notion that the writer hadn't included a return 
address, not only on his initial order, but on two 
subsequent letters of inquiry as well Was he 
counting on a check perhaps bearing his address 
or an envelope too soon discarded to be 
sufficient? It was the alleged non-reply to Mr, 
Zynski's follow-up letters which convinced me 
his complaint was genuine and that perhaps he 
had latched onto a small time hobby shop 
dabbling in mail order sales which had since 
gone out of business. My failure to associate Mr 
Zynski's Games Centre with the reputable firm 
connected with GAMES & PUZZLES and inquir- 
mg further with them was my mistake Not 
including return address information was Mr 
Zynski's error, and cashing a check for an order 


they could not fill was Games Centre's. The 
moral of this little story is that everyone makes 
mistakes, so perhaps we should all be a little 
more patient in understanding the other fellow's 
problems. 

That s why I took Richard Berg's diatribe on 
SQUAD LEADER in a recent issue of MOVES 
without too much concern, Despite a taste for 
games at great variance with my own, t 
recognize Richard as perhaps the best critic the 
hobby has yet to uncover. His reviews are 
always witty, entertaining, and informative, if 
somewhat slanted towards his own particular 
preferences in game, or more aptly, simulation 
design. As such. I had no qualms with his review 
of the game, indeed, I found myself agreeing 
with much that he had to say Unfortunately, at 
this point, Richard found it necessary to expound 
on the makeup of the Avalon Hill staff. Again, we 
can give Richard the benefit of the doubt and 
accept or at least pardon, his definition of 
"original 1 ' or "rocky 1 . We must, however, draw 
the line at accepting erroneous statements of 
fact which slough off an original AH design as an 
"acquisition", The only acquiring we've done 
with TRIREME or " WOODEN SHIPS & TIRED 
MEN ", as Richard humorously refers to it, is the 
abandonment and subsequent re-design of 
three different game systems—all original 
innovations from Richard Hamblen's pen Now 
all of this is hardly grounds for a Holy Warand no 
offense is meant or taken, Berg, however, made 
the mistake of being carried away with the need 
to document the premise of his article, and, in so 
doing, left the safe confines of the critic's 
subjective opinion to make statements of fact. A 
statement, which unfonunately, had no basis in 
reality. Rich should have picked up the phone 
and inquired into the nature of the design before 
leaving his readers with a totally false piece of 
information So everybody makes mistakes My 
experience with Games Centre has left me more 
tolerant of other's shortcomings. 

Nowhere is this in greater evidence than our 
conduct of the AREA player ratings Not a month 
goes by that someone doesn't feel the need to 
register a complaim against a fellow AREA 
member. How many of these complaints could 
be resolved amiably between the parties in¬ 
volved with a bit more understanding of the 
other fellow's positron and a more mature 
attitude is anybody's guess, but it is a cinch that 
the situation could be improved Not that AREA 
is composed of a bunch of cry babies . .far from 
it. Two dozen ejections out of total field of nearly 
4,000 speaks well of the general maturity of the 
hobby. Five years ago this rate would have been 
far worse, but as the hobby grows older its 
advocates are becoming more mature. Still, 
there is room for improvement The main 
purpose of AREA is to provide a pool of reliable 
and mature opponents—not to see who can 
amass the most rating points Unfortunately, a 
few people have seized upon the latter as their 
prime motivation for AREA participation It is a 
pity that these people will never truly fully 
realize the pleasure of pbm competition with an 
amiable and sportsmanlike opponent due to 
their constant state of readiness to accuse the 
other fellow of wrong doing. My own AREA 
matches with good friends Tom Oleson and 

Continued on Pg r SL Column I 
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ADVANCED GETTYSBURG 

By Jack Joseph 


The American Civil War is historically unique 
It is the only time that a large segment of a well 
established nation attempted to secede and form an 
entirely separate country. It was not a rebellion or 
revolution as such since the Confederate states 
believed that they had a perfect constitutional right 
to go their own way: the border state of Kentucky 
eve n made a stance of neutrality stand up for awhile* 
This position was accepted by some foreign 
governments. England was prevented from recog¬ 
nizing the Confederacy bv the Emancipation 
Proclamation which made the Civil War a war 
against slavery. Ultimately it was a political war 
brought about by the inability of two groups to 
compromise any further. In effect, the Civil War 
was the final chapter of the Federalist Papers, 
finally settling which level of government would be 
supreme, federal or state. 

The Civil War is also important in the narrower 
context of military history, producing important 
changes in both the art and science of war. On the 
technological side, the most important single event 
was the battle between the Monitor and the 
Merrimac which, practically overnight, made every 
wooden warship in the world obsolete and intro¬ 
duced the revolving armored turret to naval 
warfare. L ess dramatic hut equally important was 
the grow th of the influence of railroads on strategic 
planning, both as objectives and as essential lifelines 


tor the maintenance of an army. In the broad field of 
strategy the Union commander William T. Sherman 
amply demonstrated the value of strategic destruc¬ 
tion of the opponents economic base as a prelude to 
victory. In the narrower field of tactics the Southern 
general I. J. "'Stonewall" Jackson showed future 
commanders what could he accomplished by a 
numerically inferior army through superior mobili¬ 
ty. Surprisingly, all of these innovations came out or 
a w ar in which the basic combat formation was little 
changed from the line which Wellington used to 
defeat Napoleon fifty years before. 

The battle that most people think about when 
considering the Civil War is Gettysburg, It is the 
largest battle ever fought in North America and has 
been etched into every American's psyche by 
Lincoln's speech and Pickett's charge. This makes it 
the logical choice for any study of the strategy and 
tactics of the period and has been the subject of 
several board games over the years. Besides the 
subject matter, the one element that all of these 
games had in common was a lack of the "feel" of 
Civil War combat. The problems of getting a 
column of marching men into a line of fighting men 
was absent. The problems of a general trying to 
coordinate thousands of men over many square 
miles with mounted couriers as his only means of 
communication were missing. The iwo most notable 
absences, the two aspects that give Civil War 


combat its unique ‘"feel", were the influence of a 
specilie commander as an individual, with all his 
good and bad qualities, and the effect of two lines 
meeting and blazing away at each other. The 
advanced game in Avalon Hill's new GETTYS¬ 
BURG presents these problems to the game player 
and gives him several innovative systems to allow 
him to work out his own solutions. 

The most interesting aspect of the game is the 
disorganization and casualty point system and its 
effect on a unit’s combat value. The various tables 
used to determine point losses are rather complex 
and the bookkeeping required to keep track of 
losses can be a bother sometimes, but the end result 
is well worth the effort. What may seem strange at 
first is that disorganization points have a greater 
immediate, though temporary, effect on a unit's 
combat worth than casualties. This may well be the 
most historically accurate system in the game. A 
unit could, and often did, lose much of its value 
through a variety of factors other than casualties. 
Even veteran units could break and run if their 
cohesiveness was lost. The disorganization point 
system is an excellent way of bringing this facet to 
the game. The casualty point system is more 
straightforward given that each strength point 
represents a certain number of effectives and all 
these effectives must be eliminated to lose a strength 
point. The four levels of experience accurately 
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portray the varying qualities of troops present in 
both armies. The current experience level chart, tied 
tn with the disorganization level, is a very good 
method of reflecting the various stages of effective¬ 
ness that a unit would go through in the course of a 
battle and how each stage effects its combat worth. 

One of the most difficult things to assess and 
apply to a combat game situation k the effect of an 
individual commander on his unit. I here are many 
factors toconsiderand correlate when attempting to 
quantify this effect, the two most obvious being how 
good is he at controlling his men so that they got 
where they were going as a cohesive unit and what 
effect did he have on his troops in combat. These 
two factors are vitally necessary in any attempt to 
capture the “feel" of Civil War combat. It is a 
commander’s ability to lead his men to and into 
battle that makes him valuable and the varying 
abilities of the commanders were more important in 
the Civil War than the present day. It is these two 
factors that have been missing in prior Civil War 
bourdgames and that Avalon Hill alone has added. 
The method used for adding these factors works 
well within the game system and allows an 
individual commander’s presence or ahsence to 
have a definite effect. The values attributed to each 
commander may be open to disagreement depend¬ 
ing on your viewpoint as they are only the latest in a 
series of interpretations of that individual’s worth. 
The important point is that each commander has an 
effect on the overall performance of his command 
and the right man at the right place at the right time 
can change a battle. 

The movement system, called the activity 
determination system, seems a bit strange at first. 
What a unit does or how far it goes is not a simple 
matter ol expending movement points, but is tied in 
with a three phase movement segment. How many 
activity points a unit can use (activity points being 
roughly equal to movement points) depends on 
which phase it uses them in. This forces a 
commander to juggle his various phases among his 
units so that they all arrive at their destination as an 
organized force. This system is an excellent method 
of recreating a commander’s problems of trying to 
control and coordinate large bodies ol men with the 
contemporary means of communication It is also 
one area where the value or the individual 
commanders become evident. The better the 
commanders, the more brigades they can control; 
the more brigades each commander can control* the 
fewer commanders to be controlled: with fewer 
commanders to control there is less juggling of 
movement segments and this simplifies the top 
commanders job. This phase of the game is made 
even more interesting because if a unit uses more 
than a certain number of activity points it receives 
disorganization points. Thus if a commander rushes 
his units into action they will arrive in poor shape to 
do anything once they get there. This forces a 
commander to be even more careful how he moves 
his units so that he will not be forced to bring any of 
them in on the run. All this taken together 
necessitates that a commander plan not only his 
basic moves, but his sequence of moves, so that his 
units arrive where he wants them, when he wants 
them and in condition to do what he wants them to 
do. Tied into all this is the seemingly simple problem 
of how, where and when to change a column into a 
line of battle. II a commander isn’t thorough in 
planning his movements he will find himself unable 
to carry out any plan. 

All of these systems taken together form a 
framework within which one can get a “feel" for 
Civil War combat not available in a game system 
other than miniatures* but on a scale much larger 
than miniatures would allow'. One is presented with 
the problems of coordinated movement of troops 


with inefficient communication, the influence of 
varying qualities of troops and commanders, the 
physical and moral effects of combat and a variety 
of other problems caused by combinations of these, 
Each commander is given the same set of problems 
and the same set of rules; it is up to them how they 
utilize their forces to accomplish their objectives. 

Before discussing the opposing arinies with their 
strengths and weaknesses it would be in order to 
give a little bit of background to the battle of 
Gettysburg: why it happened at all and why it 
happened where it did. Such a discussion will also 
explain why the two armies enter the game in bits 
and pieces instead of as a whole. 

In May of 1863 the Union Array of the Potomac 
had been driven from the battlefield by the Array of 
Northern Virginia at the battle of Chancellorsville. 
What made this defeat more noteworthy than the 
others was the Union commander, “Fighting Joe’ 1 
Hooker, was a proven combat leader when he took 
command, a record that previous commanders had 
lacked. He had produced and started to execute an 
excellent plan* but failed to follow through, Lee 
took the initiative away from him and following a 
brilliant and daring flank maneuver by Jackson had 
driven him back, across the Rappahanock River 
near Fredericksburg. Unfortunately Lee needed to 
do more; he needed to threaten the North to try and 
force Grant to release his stranglehold on Vicks¬ 
burg. In an effort to do this Lee pulled his army out 
of its positions facing Hooker and sent it north up 
the Shenandoah and Cumberland Valleys to 
threaten Washington* Baltimore and Pennsylvania, 
Hooker quickly detected this move and began to 
send his army north, either to intercept Lee or 
operate against his lines of communications* but 
was replaced by Meade before he could follow 
through. Meade continued the northward drift of 
the army* but in a more defensive posture. By this 
time both armies were .spread out* the Army of 
Northern Virginia roughly in a line southwest from 
York* Pennsylvania, the Army of the Potomac tn a 
rough north-south line to the south. Both comman¬ 
ders were “blind": Union cavalry was unable to 
penetrate Confederate patrols while Jeh Stuart was 
blundering about in the rear echelons of the Union 
forces in an attempt to repeat his ride around the 
Union army of the Peninsula Campaign, A buttle 
was inevitable* the location was a matter of chance. 
The town of Gettysburg was a locally 1m porta m 
crossroads and Lee was apparently attempting to 
reunite there, A Union cavalry general had also 
recognized the town's importance and had posted 
two brigades there. Thus the stage was set for the 
two opponents to stumble into each other and the 
rest, as they say, is history. A recounting of the 
battle itself is beyond the scope of this article. 
Suffice it to say that the Army of the Potomac won a 
tactical and strategic victory, but at a tremendous 
cost it had been so badly used up that Army of 
Northern Virginia was allowed to retreat practically 
unmolested back to Virginia. The battle ended the 
last great offensive thrust of the South and, with the 
surrender of Vicksburg on almost the same day, was 
the beginning of the end for the South. A 
Confederate victory at Gettysburg would not have 
saved Vicksburg, but it could have ultimately saved 
the Confederacy. 

The next step in this review of GETTYSBURG 
is a comparison of the two opposing armies, as 
organizations* and how these differences are 
evidenced in the play of [he game. At first glance the 
Confederate army would seem to he superior in this 
respect. Their army is more compact with fewer 
corps, divisions and brigades while the total 
difference in numbers between themselves and the 
Union army is small. Their divisions, with the 
at tach ed a rt i I lery. a re a bet t e r ba I a need fo rce, I hei r 
corps are bigger and have more artillery than their 


Union counterparts. Unfortunately, leadership 
negates much of these advantages. First of all, none 
of their corps commanders can handle all of their 
brigades in line and one can’t even handle one or his 
divisions. Three of the ten divisional commanders 
are unable to control all of their brigades and there 
is little capacity for switching brigades since most of 
the other commanders can control little more than 
their own units* The end result is that the 
Confederate commander usually ends up with an 
abundance of independent brigades on the board, 
further complicating an already difficult command 
situation* If a divisional commander is incapacitat¬ 
ed it will probably mean that most of his brigades 
will end up operating independently and the loss of 
two commanders in one corps can virtually cripple 
that corps’ ability to maneuver as a whole. Even the 
Confederate advantage in attached artillery' is more 
apparent than real. Without a central artillery 
reserve t he Confederate commander cannot hope to 
offset the large Union artillery reserve. Should the 
Union commander commit his reserve en masse to a 
particular segment of the battle, the Confederate 
player will always be heavily outgunned. 

Conversely, the Union army seems to be the 
more difficult to handle. There are twice as many 
units on all levels to coordinate, thus there should be 
twice as many opportunities for foul ups. There is 
also twice the flexibility in maneuver and a 
reduction in the overall effect of severe damage to 
any one unit. The possibility of coordination 
problems is greatly reduced by the Union leader¬ 
ship: only one of the twenty-two divisional 
commanders is unable to control all his brigades in 
line; one of the corps commanders can handle his 
entire corps in line of battle and the remaining corps 
commanders can handle at least one of the divisions. 
There is usually enough excess “coordination 
factors” in a corps to handle most brigades left 
leaderless by incapacity to their divisional comman¬ 
der, The Union artillery reserve gives their comman¬ 
der the ability to outgun the Confederate artillery on 
any one sector of the field. 

In view of all this it is obvious that the 
Confederate commander has the more difficult task. 
His army is smaller in men and artillery, less flexible 
in maneuver and weaker in leadership. He has a 
definite edge in average unit experience. His best 
weapon is that (he Confederate is “fustest whth the 
mostest" on the field. He must strike hard and fast 
while he has this edge, while the Union player must 
keep him off the ridge until the remainder of the 
Union array arrives. 

The next step is to study the individual units 
themselves in order to determine which units are 
best suited for which tasks. In most board games 
t h is is pri manly a matter of comparing such n u m bers 
as attack, defense and movement factors. The units 
in GETTYSBURG don’t lend themselves to such 
simple analysis since such factors as leadership* 
command control, assigned artillery, attached 
artillery and experience levels of the troops must be 
considered. To provide a basis for comparison each 
division was evaluated and ranked in Strength 
Points (SP), Effective Strength (ES), Line Strength 
(LS), Leadership Rating (LR) and Attached 
Artillery (AA), 

Strength Points is the total of the Strength 
Points with which each brigade in a division enters 
the game. It is the most basic and easiest method for 
comparing two divisions. 

Effective Strength is a function of the various 
experience levels of the troops comprising a 
division. To determine the LS of a unit, multiply the 
SP of each brigade in a division by that brigade's 
basic experience level: veteran X4 t seasoned X3, 
experienced X2 and green X! These figures added 
together will determine the Effective Strength of 
that division* The multiple assigned to each 


THE GENERAL 


PAGE 5 


Union Army 


Division & Corps 

Rank 

SP 

ES 

LS 

LR 


Wright (VI Corps) 

! 

49 

132 

22 

2 


Howe (VI Corps) 

2 

4! 

145 

29 

2 


Rirney (HI Corps) 

2 

55 

131 

21 

1 


Humphreys (Ell Corps) 

4 

56 

133 

19 

3 


Wadsworth (l Corps) 

5 

35 

124 

31 

3 


Kilpatrick (Cavalry } 

6 

40 

120 

20 

3 


Williams (Xll Xorps) 

7 

43 

102 

20 

0 


Geary (XH Corps) 

8 

42 

102 

20 

0 


Gibbon (II Cotps) 

9 

27 

125 

41 

3 


Ayres (V Corps) 

10 

40 

103 

20 

0 


Barnes (V Corps) 

11 

35 

96 

24 

0 


Hays (11 Corps) 

W 

44 

99 

19 

1 


Robinson (1 Corps) 

13 

29 

87 : 

29 

2 


Newton (VI Corps) 

13 

46 

92 

18 

2 


Doubleday (1 Corps) 

15 

34 

8! 

20 

0 


Caldwell (11 Corps) 

15 

34 

83 

20 

-1 


Buford (Cavalry) 

IT 

33 

94 

18 

2 


Gregg (Cavalry) 

17 

42 

88 

12 

0 


Schurz (XI Corps) 

19 

33 

33 

8 

0 


Barlow (XI Corps) 

20 

24 

48 

16 

1 


Crawford (V Corps) 

21 

32 

32 

8 

2 


Von Steinwehr (XI Corps) 

22 

31 

31 

8 

0 



Confederate 

Army 




Division & Corps 

Rank 

SP 

ES 

LS 

LR 

AA 

Hood (I Corps) 

1 

67 

216 

27 

4 

19 

Stuan (Cavalry) 1 

2 

118 

309 

16 

2 

29 

Johnson (11 Corps) 

3 

69 

192 

24 

3 

16 

Early (11 Corps) 

4 

56 

193 

27 

2 

16 

Me Laws (l Corps) 

4 

66 

198 

24 

2 

16 

Anderson (111 Corps) 

6 

72 

186 

20 

2 

17 

Rode* (II Corps) 

6 

81 

198 

19 

-l 

16 

PickeiL (1 Corps) 2 

8 

49 

142 

23 

0 

18 

Heth (III Corps) 

9 

70 

180 

22 

0 

15 

Pender (111 Corps) 

10 

57 

134 

19 

3 

16 


'includes [mbodcrfs independent brigade 'does not include two optional brigades 


experience level doesn't reflect its relative value but 
merely serves as a handy method for quantifying the 
values of these levels. 

Line strength is a function or a divisions' size and 
effective strength, II is determined by dividing a 
division's SP by 8 (6 for cavalry) and then dividing 
this number in that unit's ES. This will give you the 
average ES of that unit’s fult strength battleline 
marker and is intended to give some idea of the 
"thickness” of a divisions line. 

Leadership Rating is more complex, being a 
combination of a specific commander's command 
and control ratings and his leadership rating. It is 
intended to give an idea or that commander's worth 
to his specific command. Each corps commander is 
awarded 3 poults for controlling his entire corps in 
battleline, 2 points for controlling more than one 
division, I point for controlling any one of his 
divisions and 1 il be cannot manage even that. 
Each division commander is awarded ] point for 
each brigade that he can control in battleline over 
and above his own, 0 points for controlling his own 
division and 1 if that is beyond him. Each corps 
and division commander is awarded 3 points for a 
leadership rating of 6, 2 points for a rating of 5, I 
point for a rating of 4 and 0 points for a rating of 3. 
Control points and leadership points are totaled to 
determine leadership rating. 

Attached artillery is simple addition. For each 
corps* and each Confederate division, count up the 
number of guns assigned directly to that unit. Do 
not count artillery assigned to army reserve for 
corps* or corps reserve for divisions. 

To determine a unit's overall value within its own 
army total the rankings in each of the categories and 
s u bt ract Leadership rat ings* si nee a go ad com ma ri¬ 
der can offset weaknesses in other areas. Below are 
the tables containing the final rankings for each 
army and the component evaluations used to 
determine that rank. 

Of all the categories Effective Strength is the 
most important since it includes the number and 
quality of troops comprising the division, A 
division's rank in Effective Strength usually closely 
parallels its overall rank. When they don’t match a 
look at the SP column wilt tell you why. For 
example* Gibbon's division of the Union II Corps 
ranks 5th in ES but 9th overall. li hasasmaUSPsnd 
therefore is made up of high quality troops* a 
candidate for spearheading an assault* Another 
example is Rodes' division of the Confederate II 
corps: it ranks 3rd in ES but 6th overall. It has a 
large SP and therefore is made of mediocre troops. 
Another good indicator is Line Strength, which can 
also be used to compare units from the two armies 
against each other. 

To determine corps rankings total the divisional 
rankings of each corps* divide the result by the 
number of divisions in the corps (due to two small 
Union corps) and add the corps commander's 
Leadership rating. The LR is added in this instance 
rather than subtracted because the corps comman¬ 
der is adding his effectiveness to the corps* not 
counteracting weaknesses in a division. Below are 
the corps rankings for each army. 

Union: 1) 111. 2)VL 3) I* 4) XM, 5) 11. 6) Cav. 7) 
V, 8) XI 

Confederate: 1) I* 2) IL 3) HI 

What good are ail these numbers? Of them¬ 
selves. none. What they can do is provide some hints 
on how to handle specific units* For example, ihe 
Union player can determine that his three strongest 
corps must be handled in three different ways. The 
III Corps is comprised of two equally strong 
divisions which can be used for the same tasks. The 
VI Corps, however, has one relatively weak division 
coupled with the two strongest. If he plans to use it 
as a corps, and all corps should be, he must be 


careful that he doesn't jeopardize his position by 
misplacement of that weak division. The I Corps is 
an entirely different case. It is made up of one very 
good division and two mediocre ones, it i*s ranked 
third primarily because the corps commander can 
maneuver his entire corps in battleline. This corps 
would best be used in large scale maneuvers where 
command control and coordination arc paramount. 
These are only a few examples of the type of 
information that can he obtained from these tables 
for both corps and division. You won't find the 
secret to victory in them but they may prevent you 
from making some serious blunders. 

Brigades were not evaluated and ranked for a 
number of reasons. The primary one was numerical: 
there are almost one hundred brigades and to try 
and list them all would have been tedious. Secondly, 
the brigade is a straightforward unit: il is composed 
of one quality of troops and has no directly attached 
artillery and thus comparison is simply a matter of 
numbers. Finally, the brigade should always be used 
as part of a division. 

Now that the armies and the units comprising 
them have been discussed* the next logical step is a 
discussion of what to do with them on the 
battlefield. The most logical area to discuss first 
would be the geographical objectives and how- logo 
about seizing and holding them. 

The key to the battle of Gettysburg is Cemetery 
Ridge. From its heights Ihe artillery can dominate 
the ground to the west and south and it is necessary 
to hold it to have any hope of seizing any objectives 
to the north or south of it. The strategy for both 
sides on t he first day is the north end of the ridge and 
Culp's Hill to the east. The Confederate army is in 


the best position to take it since it has the balance of 
power at the beginning. The Confederate comman¬ 
der should drive all out for these objectives on the 
first day. On the other hand the Union commander 
must be prepared to sacrifice if necessary some of his 
early units in delaying Lhe Confederates north of the 
ridge* He must buy lime for the remainder of the 
army to move up the Emmiltsburg and Taney town 
roads and take up positions on the ridge. 

Whichever side can seize and hold the majority 
of the ridge first is in a commanding position. They 
can assume a basically defensive posture for the 
remainder of the game. If neither side can seize 
control of the ridge the game will become a contest 
for the ridge. In most games the battle will break 
dow n into three phases: the race for the north end of 
the ridge* the contest to seize the entire ridge and the 
loser of the contest to drive the winner off. The 
winner of the first phase will be Lhe odds-on favorite 
to win the second phase. The winner of the second 
phase would be heavily favored to win the third. 
Occasionally a game will never get past the first 
phase, though it is more likely that a game would 
progress at least as far as the second phase. A game 
between two equally competent players may very 
well not reach the third phase. 

Having discussed the background to the battle* 
the opposing armies* the various units and the basic 
geographical objective, the next and last area to 
discuss is tactics. They are the real basis of winning 
or losing. 

The cardinal rule* in attack or defense, is don't 
get flanked. Even a veteran brigade can break and 
run if hit from two or three sides at once. For the 
defender this is primarily a matter oi the length and 
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position of the attacking line. If his line is going to he 
outflanked, he must either pull back or extend his 
line to cover his flanks. For the attacker it is 
primarily a matter of command control. Assuming 
one doesn't attack a line that will outflank your 
own, the only way for an attacker to be outflanked is 
if one of the attacking brigades doesn’t advance in 
conjunction with the others. The best way to prevent 
this is have all attacking brigades under one 
commander. Barring this, the fewer commanders 
involved in the attack the fewer chances there are of 
one segment failing to conform. This facet of the 
game is why the better commanders, the ones with 
good command control, should be kept out of the 
battleline except for pivotal assaults. Keep them 
back but within command control distance so that 
they can coordinate attacks. This phase of the game 
is where independent brigades can really foul up the 
works since trying to gei them to conform their 
movements with the main body can be a real 
problem. 

The second most important point to remember 
is that disorganisation can effectively eliminate a 
unit, if only temporarily, long before it can he 
physically wiped out. From level 5 on it cannot 
attack, but before a unit reaches that stage it should 
be pulled back for reorganization. 11 that is not 
possible try and place that unit in the least vital 
sector available, but don't forget and leave it there. 
Pull it out as soon as possible; if your opponent is 
watching carefully, you may f ind that the unimpor¬ 
tant sector where you have been sending your units 
for R & R is suddenly very imporant. The night 
turns are an excellent time to reorganize units but 
are just as important as a time for maneuver, to set 
up your next day's positions. Never, repeat never, 
allows unit to accumulate so many disorganization 
points as to be ineffective for the remainder of the 
game. Add two "nevers" for the veteran units. 

Artillery plays an important role in the game so 
guard them carefully. They are best used in a stable 
situation to either chew up an attacking line or 
soften up a defending one. Artillery is best used in 
masses so keep the corps and army reserves intact. 
When attacking, silence the defending batteries 
first. When defending, concentrate on the infantry. 
A battery or two can be used to support an open 
flank but only when absolutely necessary. In a fluid 
situation keep them limbered unless planning to 
hold a position for at least two turns. Horse artillery 
is very valuable. They can precede an advancing 
column to pin down any opponents. They can delay 
a pursuing column. They can even be used for 
sniping: run a battery out, fire a few f rounds and then 
run like hell. Be very careful when using them for any 
of the above; being fired at by your captured 
artillery is very bad for morale. 

The cavalry in this game is like a good-looking 
blind date: you’re glad to have it but not quite sure 
how to handle it. The traditional roles of scouting 
and raiding don’t apply. In column it’s faster than 
infantry but spread out. In line their speed is the 
same as infantry but (heir lines lend to be "'thinner”. 
The best use is probably that of a mobile reserve; 
shoring up a weak spot or exploiting an unexpected 
opening. They can be used to make a fast 
outflanking move but are hard to form quickly into 
a line. The optional charge rule is strongly recom¬ 
mended. 

You now have all the tools and a few suggestions 
on staging the greatest battle of the Civil War. You 
also have most of the headaches suffered by the Civ il 
War commanders. This is your chance to find out 
why, in all those old pictures. Civil War generals 
looked so damn unhappy, 
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When i was first approached to redesign 
GETTYSBURG, it was with a tacit understanding 
that it would be a short-term project on a difficulty 
level of CHANCELLORSVILLE or BA TILE OF 
THE BULGE. The logic for this approach was quite 
simple, GETTYSBURG had been in the line for 18 
years and a new game with this title just would not 
command the attention or the sales that a new game 
on a ncw r subject would receive. It was a Civil War 
battle* an era of military history that hasn’t 
succeeded in being easily translated into a game. It is 
hard to get a handle on anything about the Civil 
War other than personalities. There was no 
significant revolution in armament or tactics and it 
is just far enough in our past to lose touch with 
contemporary identification, It has its following, 
but it is small when compared to the World War II, 
contemporary* fantasy and science fiction lobbies. 
Yet a quick glance will show' that GETTYSBURG 
77 turned out to be anything but another CHAN- 
CELLORSVILLE, This article is in response to all 
those who have asked why GETTYSBURG was 
designed in the way that it was. 

The first question that might be asked is why did 
I buck authority and proceed along the lines that I 
did? My major argument against the simple 
approach was why redesign the game at all, if the 
new project was not going to significantly improve 
the game and hnng it up to the current level of (he 
state of the art. There had been two previous 
attempts at updating the game and both were less 
than successful. A third attempt that would be out 
of date before it was even released seemed totally 
wasteful to me. Even more so, I felt the need to 
present a tactical Civil War battle with at least a 
modicum of accuracy. The initial plan was to design 
GETTYSBURG as two games. The Intermediate 
game would be a simple playable game similar to 
CHANCELLORSVILLE in both complexity and 
historical accuracy. The Advanced Game would be 
designed to accurately present the tactics and 
history of the battle with an emphasis on color. The 
Basic Game was inserted near the end of the design 
only after it was pointed out that the title 
GETTYSBURG is a popular choice for many 
people just starting in wargaming. Whether or not 
the Basic or Intermediate Games have succeeded 
with the public I have yet to gauge since consumer 
response has almost totally been concentrated on 
the Advanced Game, much of it by Civil War buffs 
and other history nuts who have raised many 
questions as to my rationale in design decisions. 

MAPBOARD TERRAIN 

Certainly the most conspicuous item that one 
sees w hen first opening the game is the map board, a 
multi-colored treatment that seems better suited for 
hanging on the wall than a surface on which to move 
counters. It does seem rather more complex than it 
necessarily needs to be. This presentation, though, 
permitted me to make three statements about the 
battle which I considered significant: I. the subtle 
influence of elevation in combat; 2. the importance 


of small sections of terrain in combat* troop 
position and line of sight; and 3. the general terrain 
contours of the battlefield as a basis for study of the 
actual historical movements or the units. It also 
permitted me to present the battlefield in its 
historically pristine setting. The base map used for 
the mapboard was the General Warren (Chief of 
Engineers of the Army of the Potomac and the hero 
of Little Round Top) survey of the battlefield done 
in 1868 and 1869. The mapboard is actually a 
reduced copy of this survey with refinements from 
photographic analysis and the descriptive com¬ 
ments of the pa rtici pa nts. Altoget her, the mapboard 
is a very accurate representation of the battlefield as 
it existed in early July* 1863, and, as such, has an 
inherent value in itself as a historical reference. 

The emphasis of elevation levels on the map was 
intentional, and desired. Anyone who has visited the 
Gettysburg battlefield or practically any other Civil 
War battlefield, for that matter, will quickly realize 
that many significant actions occurred over appar¬ 
ently insignificant terrain. Standing on the crest of 
Cemetery Ridge, one is struck by the gradual 
descent of the slope. Infact, it seems as though one is 
on level ground. Yet. it w r as against this bastion that 
the ill-fated grand-charge of Pickett and Pettigrew 
was launched. Why was a charge of 15,0(H) men 
violently repulsed here when on the previous day an 
attack against the Little Round Top-Devils Den- 
Peach Orchard line by 14,000 of Longstreets men 
was successful. A tour of that section of the 
battlefield shows that the defending Union lines 
there were on much higher ground than the 
attacker. Evidently, there must he more to influence 
combat than just defending or not defending on a 
hill or a ridge. By instituting different elevation 
levels* I hoped to illustrate what I concluded were 
the significant factors which determined the success 
or failure of an attack, 

When comparing Longstreefs attack with 
Pickett’s and Pettigrew's charge* there is one crucial 
difference in the preparation of the attacks that 
doomed one to failure and vaulted the other to 
success. Pickett's charge was launched from three 
quarters of a mile to a mile from Cemetery Ridge, 
The line of attack was across open ground with no 
cover. The Union artillery and battlelines had a 
completely open view of the attack. Any assault 
over this terrain is bound to lose most of its 
momentum by the time it reaches its objective. In 
contrast, Longstreefs assault of the previous day 
was formed barely one quarter of a mile from the 
enemy lines. Much of the attack was made in 
partially wooded and rough terrain that prohibited 
the defending lines from coordinating against 
successful breakthroughs. The attacking Confeder¬ 
ate lines had enough momentum after hitting the 
defensive line to throw it back and to continue the 
drive. Only a hastily formed artillery and infantry 
line at the base of Cemetery Ridge and Little Round 
Top finally forced the attack to sputter to a halt. 
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Even though the Round Top-Devils Den-Peach 
Orchard defensive position was on substantially 
higher ground in relation to the attacker's positions 
than the Cemetery Rsdge line, it was a weaker 
position because its field of fire was limited and 
obstructed. This allowed the Confederates to form 
their battle]ines closer to their objective. Because of 
the open plain in front of Cemetery Ridge, the 
Confederates were forced to form lor attack there at 
a very disadvantageous distance from their objec¬ 
tive. In history, it wasn't the elevation of the 
defensive position which was most significant in 
hailing an attack. It was the field of lire that the 
defending infantry and artillery lines enjoyed. Lee 
did not have an elevated defensive line at Cold 
Harbor but, with a totally clear field of fire, he 
inflicted the highest casualty rate on the attacking 
forces suffered by any army in the war (7,000 
casualties in 20 minutes). Many other examples can 
be presented in which field of fire was of supreme 
consequence in the determination of victory or 
defeat: the stone wall at Fredericksburg, the rail cut 
at Second Bull Run, the entire defensive line at 
Antietam, to name a few r . 

Within the context of Held of tire, the true value 
of elevated terrain becomes apparent. U nless at the 
Bonneville salt flats or the North African desert, no 
terrain Is perfectly flat. There are slight undulations 
in which regiments and brigades can reform under 
partial cover to continue their advance. In fact, this 
is precisely what some of Pickett"s men were able to 
do during their assault. Yet if the defensive position 
is on slightly higher ground, most of the undulations 
disappear. Combine a good Held of fire with some 
elevation and decent cover and you have an 
extremely formidable defensive barrier. 

In the game, high ground is important only 
insofar as it relates to field of fire. It does not convey 
an inherent defensive advantage just because it is 
high ground. A defender's bullet does not become 
twice as potent nor does his rate of fire improve 
because he is on a hill. A defender on higher ground, 
especially with artillery, does extend his field of fire 
forcing the opponent to start his attack farther 
away. In this way, the elevation of Cemetery Ridge, 
Seminary Ridge and Oak Ridge is in proper relation 
to higher elevations of Culps Hill, Oak Hill and the 
Round Tops, without having to magnify their true 
features to conform to a Terrain Effects Chart. 

Along with slight changes in elevation, small 
areas of terrain played a significant pan in the 
battle. If you follow the line of Oak Ridge south of 
Mummasburg Road (hex H38) you will see a small 
line of trees running along its crest. Not particularly 
outstanding in relation to the other terrain features 
on the map, but it was behind that line of trees that 
Paul's brigade, aided by Baxter and Cutler severely 
damaged Iverson's and O’Neal’s Confederate 
brigades. Without the tree line, their advance and 
concealment could not have been accomplished 
The small open area south of Culp's Hill (between 
hexes X39 and T39) was the scene of a gallant charge 
and bloody repulse of two Union regiments. The rail 
cut, where a good proportion of Davis’ brigade was 
captured, is shown between hexes K34 or K35. Of 
course, one can include these important yet 
insignificant bits of terrain on the mapboard 
without going into the total detail of the GETTYS¬ 
BURG map, but I fell that the game's function was 
not to emphasize terrain features in relation to their 
significance in history. What was significant in the 
actual battle does not necessarily have to be 
significant in your battle and, more importantly, 
what was insignificant in the actual bailie may be of 
supreme importance in yours. Therefore, 1 de¬ 
manded a universal consistency to all features on the 
mapboard. 


The final piece of information that 1 wished to 
impart through i he map was the importance of all of 
the terrain features in their inter-relation, and not 
just when viewed individually. In all other game 
maps, the designer must decide what features to 
include or not to include. He must isolate and rate a 
feature on his game map in proportion to its effect in 
the battle. What was important in the battle is 
important in the game: what was not important in 
the battle is deemphasized in the game. Using this 
approach, the Peach Orchard is presented as one 
area, l ittle Round Top is another, Benner's Hill h 
another and so on. Unfortunately, in many cases, 
seemingly isolated pieces of terrain have a more 
subtle interrelationship than might appear. During 
the Gettysburg battle there was made a far-reaching 
decision, ihe basis of w hich cun only he understood 
by analyzing terrain interrelationships. Those of 
you who have a GETTYSBURG '64 or other 
version mapboard may wish to open it up and 
compare it with the GETTYSBURG 77 mapboard 
as you follow along. 

By the morning of the second day of the battle, 
most or the Union Corps had arrived onto the 
battlefield. It was decided that the Union line would 
run from the southern end of Culp's Hill (hex W39); 
around its lace; across to Cemetery Hit] and south 
down Cemetery Ridge to Little Round Top (at hex 
KK.26), Sickle’s 111 Corps was to take position along 
the southern edge of Cemetery Ridge to Little 
Round Top (from hex CCJOtohex KK26). On most 
GETTYSBURG mapboards, the strength of this 
position appears perfectly obvious, yet Sickles was 
dissatisfied with it. He scouted forward and decided 
that a stronger line could be formed running from 
Devil's Den (hex J.J24) northwestward to the Peach 
Orchard (hex FF24) and thence northeastward 
along Emmitsburg Road to Cemetery Hill Looking 
at the GETTYSBURG 64 map or most other maps, 
one would conclude that there is no logical reason 
why he would make the move. The significance of 
his new defensive line is lost on these maps because 
they were selectively designed. Since Sickles did not 
fare well after moving his corps to this forward 
position, it can be concluded that the terrain there is 
not important and is therefore deemphasized on the 
map. Whereas Cemetery Ridge, from which an 
attack ol 15.000 men was severely repulsed, is 
important and is emphasized on the map. If you 
look at the GETTYSBURG 77 map. Sickles' move 
becomes far less mystifying. Since there was no 
selectivity in terrain features on this map, it becomes 
readily apparent that Sickles' move placed him on 
the true extension of the Cemetery Hill and ridge 
line rather than in front of it. Henry Hunt, probably 
the best artillerist in the war and one who had a 
trained eye for terrain, concurred that this line was a 
strong position. Unfortunately for Sickles, the 
direction of the Confederate at tack plus the fact that 
his new r position moved him out of effective support 
of other units, and not the position per se* caused his 
defeat. In GETTYSBURG '77, you are in the same 
position as your historical counterparts. Your 
movement and positioning are a result of your 
ability to analyze and select the superior terrain 
positions. You do not have it spelled out for you 
with dominating symbols and bold type. 

UNIT COUNTERS 

Proceeding from the mapboard, one next comes 
to the counters. L personally, would prefer to pass 
them by, as they did not turn out the way I had 
wished. The production of these counte rs is a perfect 
example of Murphy's Law with an important 
corollary: “If anything can possibly go wrong, it 
will" and "T he consequences of any mistake will 
always be out of proportion to its size". The 
graphics aside, each counter contains a lot of 


information, some of it objective and some of it 
subjective, that rate the important strengths and 
debits of the brigade or leader that it represents. 

I could use the remainder of this article just to 
expound on the care lavished in constructing the 
strength of each brigade and the composition of 
each battery. Suffice it to say, I used only primary' 
sources when available. It is accepted in historical 
circles that there are gaps in each army's troop 
distribution that will never be filled. This is 
especially true of the Confederates. Bui the 
strengths that could not be accurately determined 
were reasonably estimated on the basis of much 
general information that is available, I took all the 
figures I could find and worked from there. I never 
relied on one source unless it was an actual battle 
report. The result is as accurate an order of battle as 
can be found in any one spot, 

T he experience level of each brigade was 
determined basically as a result of the brigade’s 
performance at Gettysburg. Factored into this was 
the brigade’s performance at Chancellorsvi Ile» 
during the entire Gettysburg campaign, and its 
general reputation. As an illustration of this 
procedure. Pettigrew's brigade! Heth'sdivision) was 
composed entirely of new 1 recruits and had not been 
battle tested, yet their strong performance against 
the Iron Brigade persuaded me to rate them as 
experienced. The excellent performance of both 
Me Laws and Hood's divisions on the second day 
backed by Longstreet's comment that it was their 
finest performance in the war earned them all 
experienced or veteran ratings. On the Union side, I 
rated Harrow's brigade as veteran almost exclusive¬ 
ly on the outstanding performance of the first 
Minnesota regiment which single-handedly broke 
the charge of Wilcox's brigade on the second day of 
battle. 

Rating leader’s capabilities is even more subjec¬ 
tive and more liable to disagreement than measuring 
brigade experience. Each leader was rated in three 
categories; command control, command coordina¬ 
tion and leadership. Command control and com¬ 
mand coordination abilities are reflected in the 
number of brigades that a leader can control in 
movement or coordinate in attack. These two 
qualities could have been rated in other ways, c,g,, 
variable attack effectiveness and activity levels, 
variation in command range, etc.. I strongly feel 
that the system selected lor the game was the best 
system and a valid measure or a commander's 
capabilities. As an example* a study of Longstreet's 
performance throughout the war indicates that he 
was capable of directing attacks of 15*000 or less 
men. If the attack contained more men, the excess 
always got misplaced or were late starting, Pickett's 
charge, which Longstreel organized, is an excellent 
example. A couple of Anderson's brigades who were 
to attack in support of Pickett never got started. 
Fifteen thousand troops did get in the charge, 
though. 

Combat control measures the ability of a 
commander to move units and get them to be 
required location at the proper time. A commander 
like Sonewall Jackson, who w'as virtually an 
independent commander most of his career, was 
particularly capable in this area, In the overall view 
of a commander* this is his most important 
function. The success or failure of a campaign 
always hinged upon the ability of each commander 
to get his men to where they were supposed to be at 
the right time. It was the cement by which an army 
moved and fought together, Within the operational 
limitations of the GETTYSBURG 77 time and 
distance scale, command control becomes less 
significant A player must still consider control 
when attempting targe scale flank maneuvers. 
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Combat coordination is probably the most 
important function in the game. Combat coordina¬ 
tion measures the ability of a commander to 
prepare, initiate and coordinate an attack. Note this 
is not the same as command control. Certain 
generals were more capable in one function than 
another. For example. Stonewall Jackson was a 
master at moving large numbers of troops to their 
required positional the proper time ft he Seven Days 
Battles notwithstanding). He usually left the 
preparations and conduct of the attack to his 
subordinates. Hood, on the other hand, was 
excellent in organizing an attack, but not so adept in 
moving large numbers of troops. A good rule of 
thumb indicates that the higher one rises in the 
command structure, the more important it is that he 
be able to control large numbers of troops. Hood's 
talents indicate that he would have been best left as a 
division commander H is abilities as commander of 
the Army of Tennessee later in the war left much to 
be desired, 

A commander's leadership rating is, basically, 
the measure of the troop's respect for his ability. 
This is usually revealed in the confidence with w hich 
these men enter battle. Many leaders had an 
influence over their men w f hich was all out of 
proportion to their actual abilities and other 
leaders, through quirks in their personality, inspired 
little confidence in [heir men even ihough they were 
competent commanders. It goes without saying, 
that in any competition, the attitude of a player, 
team or military unit as it begins the contest has a 
great deal to do with sheir final success or lack 
thereof 

When it came to rating the two army command¬ 
ers, I purposefully left out control and coordination 
ratings. Not that Lee or Meade weren’t capable of 
commanding troop movement and attack. I heir 
function, though, was to set up and put into 
operation the battle plan for their Army, They could 
not, or would not. step down to command a segment 
of their forces. The actual movement and fighting of 
the troops were the functions of their subordinate 
commanders and for Lee or Meade to take personal 
command would be to subvert the structure of 
respect and responsibility between a commander 
and subordinate that was essential in building and 
maintaining an effective army. 

TROOP MOVEMENT 

Convening actual troop performance into game 
terms resulted in some interesting and, if the mail 
feedback is any indication, controversial conclu¬ 
sions, Many people have questioned the lack of 
terrain restriction on movement. Initially, 1 had 
planned to put in some type of terrain restrictions. 
During the early stages of the design, though, l 
conducted tests entering and moving units on the 
board exactly as they had in the battle. The one 
interesting thing that I discovered was that, 
although a unit did not move across country a great 
deal, when it did, its march rate was not significantly 
slowed. In other words, I had trouble getting units 
to their proper place at the proper time when l 
instituted even minor terrain restrictions. My visits 
to the battlefield reinforced these conclusions. The 
terrain there is just not severe enough to be 
considered an impediment, Reading battle accounts 
of the area was even more conclusive. The accounts 
of cross-country marching indicated that the major 
difficulty was negotiating all of the fences dividing 
the farms. Units usually sent some men ahead to 
pave the way. Accounts of the rivers and creeks 
show that, although it had showered lightly at the 
start of the battle, it had been a fairly dry spring and 
summer, and the water level was very low. In fact, l 
read one soldier's story in which he stated thal 
Marsh Creek was almost dry, At only one point on 
the battlefield did 1 read where troops had trouble 


maneuvering because of terrain. Part of Johnson's 
division had to march across Rock Creek in column 
as it moved to attack the Federal position on Culp's 
Hill, T'his delay was due more to the rocky and 
woody nature of the area where they crossed than to 
the creek itself. It is difficult to maintain proper 
order in a battleline when marching across woody or 
rough areas. In the game, this should be and is 
reflected as increased disorganization rather than 
re d uc ed m oveme nt, 

If the terrain around Gettysburg is so mild, you 
may wonder why so much of the actual movement 
was roadbound. The influence of roads on move¬ 
ment can be more greatly appreciated when 
analyzing their long term effect. 1 roops marched on 
roads because; 

1. It minimized their chances of getting lost: 

2. Jt was an easy route for their artillery and 
trains to follow; and 

3. It permitted them to move at a steady pace 
(which requires a smooth surface) which is of 
paramount importance when moving long dis¬ 
tances. In a game the scale of GETTYSBURG* only 
the "lost” factor is of any relevance to play and. 
hence, the minimization of the effect of roads on 
play. 

COMBAT EFFECTIVENESS 

The combat system of advanced GETTYS¬ 
BURG 77 evolved to illustrate what I considered to 
be the critical factors affecting troop performance in 
attack and defense, in most wargames, a unit's 
fighting strength is a measure of the number of 
troops it contains which may or may not be 
modified by its fighting quality. In GETTYSBURG 
77, a unit’s fighting ability is measured by its 
capability to maintain its organization under 
combat conditions. A unit in attack or defense can 
maintain its combat integrity as long as its 
movement and firepower can be effectively and 
efficiently directed to the emergency at hand. As 
soon as the organization begins to disintegrate, the 
ability of the unit to continue in combat begins to 
lessen. The primary measure of a unit's ability to 
maintain its organization is its morale and experi¬ 
ence, One would expect the veteran troops of the 
Iron or the Texas brigade to maintain their 
formation under combat conditions for a much 
longer period of lime than the inexperienced troops 
of Davis’ or Schimmelfennig's brigade. 

Casualties are not the only way in which a unit 
can lose its organization. Any attack becomes 
disorganized as the battlelines march to their 
destination. A brigade in battleline can become 
totally incapable of assaulting an enemy line even 
without receiving a single casualty if its march was 
of sufficient duration. It is just very difficult to 
maintain order in a battleline when it must move 
over long distances. This can be compounded if the 
attack is conducted over rough or woody terrain, A 
very effective strategy for a defender w^ould be to 
position his line in front of the position being 
defended. In this way, even if the defending line is 
forced 10 retreat, by the lime the attackers reach 
their original goaf their attack has become 
sufficiently disorganized to be ineffecti ve. Whatever 
else could be said about Daniel Sickles’ move of his 
III Corps to the Peach Orchard, by the time the 
attacking Confederate lines reached the Cemetery 
Ridge defense line, they were too worn out to make 
the final drive. It lost him a good portion of his and 
two other corps, hut it saved the main Union line. 

Once the importance of combat organization is 
recognized, the value of support formations in 
attack becomes apparent I used to wonder w f hy, 
during the Civil War, an attacking commander did 
not commit all of his available forces into an attack. 
As assault always seemed to be launched piecemeal 
as troops were sent in a little at a time. It went 


entirely against all the principles of wargaming that 
had been drummed Into me from the early days of 
TACTICS //and D- DA Y. A Civil War commander 
realized that a unit had a limited endurance and. by 
forming support units, he hoped to have fresh 
troops available to exploit any opening created by 
the initial assault. If he sent all of his available forces 
at once, they may cause more damage to the 
defending line, but exploitation of any successes 
would be delayed as the attacking units took time to 
reorganize before continuing. The defender, of 
course, would take advantage of the delay to 
regroup on his own. This is exactly what occurred 
on the first day of Gettysburg, As the final 
Confederate assault against the Union line drove it 
off Seminary Ridge, they had no support units left 
to exploit the success. As a result, by the time the 
Confederates had reorganized their attacking lines 
to continue, the remainder of the Union forces were 
able to regroup and hold Cemetery Hill, a position 
which formed the cornerstone of their eventual 
victory. 

Another design decision w 7 hich has evoked some 
controversy was my decision to standardize the 
density of battlelincs. In advanced GETTYSBURG 
77, the standard strength of a battleiine marker is 8 
strength points (or 800 men per 250 yards). A 
brigade is permitted to concentrate on defense to 
more than 8 strength points per hex, but no brigade 
may ever extend their lines to less than 8 strength 
points per hex to cover a wider front. This limitation 
has been considered by some to he unrealistic. My 
decision to maintain a uniform strength density was 
intentional for the following reasons, When moving 
in battleiine, troops were trained to move at a 
certain concentration (i.e. T so much distance 
between each man in line.) This w'as important so 
that any voice command could reach all companies 
in a regiment. If a line were stretched, effective voice 
command would become difficult or impossible, 
resulting in loss of combat organization. On 
defense, an argument can be made to permit a 
brigade to defend on a wider front than normally 
allowed, but, again, the resulting loss of control 
would classify this as an emergency formation, used 
with the knowledge that the unit would not be able 
to reorganize after combat. If I had permitted 
brigades to extend their lines* gaps such as occurred 
between the Union I and X l Corps on the first day of 
battle, or between the II and III Corps on the second 
day, would never appear. The only situation in 
which I would accept extending a unit's front would 
occur if it were defending in an entrenched position 
where organization is not so important, 

OPTIMUM FORMATION 

One of the first and most important decisions a 
designer must make when deciding upon the 
parameters of his game is selecting the standard 
formation for the unit counters. The chosen 
formation must conform to several priorities. It 
must not be so large that most actions in battle were 
performed by formations smaller than it or so small 
that it rarely operated independently. One attempts 
to select the largest formation which operated as an 
independent unit. In this way, the designer reduces 
the number of command decisions during a game to 
a manageable and meaningful level by assimilating 
those which deal with the standard operating 
procedure of low r er formations into the structure of 
the formation selected. As an example, a regimental 
commander had the freedom to utilize the compan¬ 
ies in the regiment in any manner he wished But as a 
result of wartime experience and current doctrine, 
he rarely deviated from standard procedure when 
moving them in column or using them in battleiine. 
There would be no reason to use the company as the 
standard formation, since they all operated as a unit 
within the regiment. 
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Most of the Gettysburg games a) ready published 
have selected the division as the standard formation. 
One opted for the regiment* and advanced GET¬ 
TYSBURG 77 uses the brigade as its standard 
formation. 

We can quickly dismiss the division as the 
optimum formation since most of the actions that 
occurred involved smaller formations. In fact, only 
once during the entire battle did a division initiate 
an attack as a single unit (Pickett's division in 
Pickett's Charge). The fact that the Confederates 
had only ten divisions in their entire army 
considerably limits the number of options that the 
Confederate player has. 

The choice between regiment and brigade as the 
optimum formation is more difficult to determine. 
The regiment was the basic unit of combat and 
maneuver because it was the largest formation of 
troops that could be voice controlled by one person. 
The difficulty that arises in its selection as the 
optimum formation is that it is not the largest 
independent unit. The regiment almost universally 
moved and fought as part of a brigade unless it was 
ordered to special duties sueh as fiank guard or train 
guard* etc. The standard doctrine employed by both 
armies utilized the brigade as the basic unit of 
combat and maneuver. Troop identity generally 
centered around the brigade to which they belonged 
rather than the regiment, A soldier felt himself a 
member of the Stonewall brigade or the Iron 
brigade or the Irish brigade rather than the 2nd 
Massachusetts Regiment or the 26th North Caroli¬ 
na Regiment. By using the brigade as the standard 
formation* the proper historical emphasis on the 
brigade is extended to the game. 

ARTILLERY DAMAGE 

There is one final design decision that l wish to 
cover in this article—the effect of damage to 
artillery. Contrary to popular belief, very few 
cannon were ever destroyed as a result of battle. A 
cannon is just a very difficult weapon to hit for one 
thing* and there was no effective round available to 
take it out. Most counter-battery fire was directed 
against the gun crews and the limbers and caissons 
parked behind the cannon. Artillery commands 
could and did call up replacements from nearby 
infantry to fill in the crew losses. This reduced the 
effectiveness of the cannon but did not knock them 
out of the fight. Enough destruction to the 
ammunition supply in the limbers and caissons, 
though, would force artillery batteries to retire. For 
this reason* artillery damage is taken as loss of 
ammunition rather than as loss of firepower. 


CONCLUSION 

Unfortunately, i do not have the space to delve 
into the GETTYSBURG design to the depth that l 
washed. 1 really have only scratched the surface. 
Perhaps in future issues of this magazine I can 
contmue if the response to this article is favorable, ! 
would just like to make one final statement. To 
cover the points raised herein with the analysis and 
detail necessary to do it justice would have extended 
this article to the length of a book. Brevity has 
forced me to simplify much of my argument. I did 
take many other factors into consideration to arrive 
at the same conclusions. 
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SCENARIO 

GETTYSBURG 

by James McLean, Jr. 


Civil War games that are realistic* exciting, 
short, and capable of balanced* solitaire play have 
been practically non-existent, CHANCELLORS- 
VILLE is an excellent game; but. with a slow 
opponent, tl can take 3-4 hours to complete. 
Square-Gettysburg* while remaining a fine intro¬ 
ductory game, lacks the depth and realism sought by 
Civil War enthusiasts. Troop immobility in the 
original hex-Gcttysburg prevents accurate times of 
arrival* Furthermore, when starting any of these 
games from the beginning* I find it difficult not to 
favor one of the sides Fortunately, in GETTYS¬ 
BURG 77, Avalon Hill offers the most sensible and 
realistic Civil War game on the market* Using their 
superb system, l have broken Intermediate GET¬ 
TYSBURG into short, historical scenarios which 
are realistic* hopefully exciting* and capable of 
balanced, solitaire play. 

Because Gettysburg was a very fragmented 
battle, rt lends itself to a scenario approach. By 
fragmented. 1 mean that I) combat from July I 
through July 3* though severe, was sporadic, and 2) 
the fighting that occurred at one location on the 
battlefield was often unrelated to the fighting in 
another. An example of this first premise took place 
July I After Wadsworth's division (Union First 
Corps) smashed the Confederate brigades of Archer 
and Davis ( Hcth's division)* a 3‘/i hour lull occurred 
before fighting was resumed. In support of the 
second premise, activities of July 2 can be cited. The 
Rebel assaults on Culps Hill and Cemetery Hill 
should have been coordinated with Longstreel's 
attack on the Union left. However, they were not. 
As a result* none of the attacks were interrelated 
In the scenarios that l have developed* I have 
sought realism beyond mere historical deployment. 
As the advanced game indicates* the outcome ol the 
battle of Gettysburg depended not only on the 
quantity of troops but also the quality of the men 
doing the fighting. Therefore, lor those diehard 
wargamers who try to squeeze all possible realism 
out of a game. J suggest they use my Experience 
Factor Chart in conjunction with my Intermediate 
Gettysburg scenarios* Within the Intermediate 
Game Tables is a section on die roll modifications. 
The red numbers in the EFC represent situations 
favorable to the attacker; the black numbers 
indicate situations favorable to the defender. Zeros 
dictate no modification. Whenever two or more 
units attack or defend, the unit with the highest 
experience rating is chosen to determine the die 
modification. 
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SCENARIO I; JULY 1—THE FINAL PUSH 
A* Historical Background 

At 5 A.M. on July 1* 1863. Major General Henry 
Heth started his division of the T hird Confederate 
Corps toward the little town of Gettysburg, His two 
leading brigades, commanded by Generals Archer 
and Davis, met stiff resistance in the form of 
Buford's cavalry brigades (Devin and Gamble) and 
Calefs Battery A, 2 U,S. Buford had recognized 
early the defensive value of the high ground south of 
Gettysburg. He was determined to hold out until the 
Union Army could arrive and take advantage of 
that terrain. From 8 A.M, to 10 A.M, his cavalry 
blocked the Rebel advance—first along Herr Ridge 
and then along McPherson's Ridge. Just as the 
Confederates pushed Buford's troopers off 
McPherson's Ridge* they were met by the leading 
elements of the Union First Corps. From 10 A. M, to 
11 A,M„ with the aid of Hall's 2nd Main Artillery, 
Cutler’s brigade repelled Davis while Meredith’s 
Iron Brigade demolished Archer. Losses in that 
hour were severe for both sides. The 76th NY(Cut¬ 
ler) lost 234 officers and men out of 370; the 147th 
NY(Cutler) lost 220 out of 380; the 6th Wisconsin 
(Meredith) lost 240 out of 420; and the 2nd 
Wisconsin (Meredith) suffered 38% casualties. 
General John Reynolds. Union First Corps com¬ 
mander. was kilted near McPherson's Ridge while 
deploying the Iron Brigade. On the Confederate 
.side, the brigades of Archer and Davis were so 
damaged that they were of little use to Heth for the 
rest of the day. 

By I I A.M.* fighting had stopped except for 
sporadic artillery fire. Union First Corps divisions 
of Doubleday and Robinson arrived with the 
remainder of the First Corps artillery. Stone's 
brigade (Doubleday) was assigned along McPher¬ 
son's Ridge, between Meredith and Cutler, Row¬ 
ley's brigade (Doubleday) was placed at Meredith's 
left and rear. Robinson's division was stationed at 
the Lutheran Seminary for approximately an hour 
During that time, breastworks were built, Later* the 
arrival of the Confederate division under Rodes 
prompted Robinson's removal to Oak Ridge. 

At 12:30 P.M.* the Union Eleventh Corps began 
arriving. Most of the corps was placed north of 
Gettysburg, forming a right angle with the First 
Corps. General Howard wisely placed the 
remainder—Steinwehr's division and tw f o artillery 
batteries—on Cemetery Hill, Coster’s brigade was 
later advanced from Cemetery Hill to meet the 
arrival of Confederate General Early's division. 
Thus* at 2 P.M.. the Union First and Eleventh 
Corps faced the Confederate divisions of Heth and 
Rodes. The Nationals hoped to hold out as long as 
possible in order to allow r the scattered Union army 
to collect itself around the high ground south of 
Gettysburg* But Early's division was rapidly 
arriving via Harrisburg Road and Pender's division* 
held in reserve by General Lee, was anxious to get 
into the fight, At approximately 2:30 P*M.* Rodes 
began the attack that climaxed the first day's 
fighting, 

B. Time: 2 P.M. through 7 P.M.* July I 

C. Victory Conditions 

I For the Confederate player to win* he must 
a) occupy Cemetery Hill with one infantry 
unit by the end of the 7 PM move. That unit must 
be at full strength and be organized. 






















PAGE 10 


THE GENERAL 


b) have more non-shattered* non- 
disorganized infantry units on the battlefield than 
the Union player. 

2, For the Union player to win, he must prevent 
both conditions necessary for a Confederate victo¬ 
ry. 

3. Any other outcome is a draw. 

D. Special Rules 

1. Doubleday is now the Union First Corps 
commander. His reorganization value is 3. Those 
wargamers who favor "the might have been" 
situations could try keeping Reynolds alive. 

2. All Union artillery is broken down into 
batteries. Advanced game artillery units should be 
used. Each battery has one step and one combat 
point. If a loss is incurred, the battery is eliminated. 

3. A veteran (blue) unit is never shattered when 
it loses a step. It also never becomes disorganized. 

E. Abbreviations 

1, S; shattered 

2, B; I breastwork marker 

3, X: down t step 

4, *: artillery unit 

F. The Confederate player moves first. 

G. Reinforcements enter according to the Order of 
Appearance Cards, 

H. Confederate Deployment 

1. Q 24 Lane 

2. 0 25 Archer-X.S 

3. M 26 Perrin 

4. O 27 Poague* 

5. K 27 Scales 

6. K 29 Pettigrew 

7. i 29 McIntosh* 

8. H 30 Thomas 

9. I 30 Pegram* 

10. J 30 Brockenbrough 

11. H 31 Garnett* 

12. 1 31 Davis-X h 5 

13. F 37 Daniel 

14. G 37 Iverson 

15. F 38 Carter* 

16 f jy O'Neal 
17. E 40 Ramseur 
IK. E 44 Doles 

19 with 3rd C. Hill HDQ 
20, with 2nd C, Ewell HDQ 

L Union Deployment 

1. I 39 Ditger* 

2. I 40 Wheeler* 

3. G 44 Wilkeson*. Von Gilsa 

4. U 36 Smith. R. Heckman*. 

Wiedrich* 

5. N 34 FL Stevens*. Hall* 

6. K 33 Reynolds*. Calef* 

7. I 35 Stewart* 

8. 0 31 Cooper*, Rowley, H 

9. M 31 Meredith-X, E 

10. I. 32 Stone, B 

1 L J 34 Cutler-X. S,B 

12, I 37 Paul. K 

13, H 38 Baxter. B 

14, H 40 Schmmlfng 

15, H 41 Krzyzwski 

16, G 43 Ames 

17, M 41 Coster 

18, N 43 Devin 

19, Q 28 Gamble 

20, with Nth C. Howard HDQ 

21, with 1st C. Doubleday (Reynolds) HDQ 

anflftb jNfth 


SCENARIO II: 

JULY 2 — LONGS I RFET’S FIRST ASSAULT 

A, Historical Background 

The first day of the battle of Gettysburg ended 
with the Union army in control of the heights south 
of the town. General Longstreet felt the Confederate 
army should march around the Union right Hank 
and select a strong defensive position between 
Washington, D.C. and the Federal army, "Old 
Pete" believed the National forces would then be 
compelled to attack the Confederates. Lee over¬ 
ruled "Old Pete" and opted to defeat the Federal 
army as it lay before him However, the question 
remained as to who should deliver the decisive blow. 
A P Hill's Third Corps, based on its severe 
casualties of July 1, was useless for the day. When 
Lee confronted Generals Ewell and Early (Second 
Corps) about making an attack on July 2. they 
balked. Both generals felt that attacking Culps Hilt 
and Cemetery 1 Hill was impractical. When Lee 
suggested that they move to his right and attack. 
Early (a lawyer) protested. He claimed that troop 
morale would suffer if the Second Corps was forced 
to abandon ground over which it had fought. 

Thus, Lee was left with Longstreet’* First Corps. 
But Pickett's division and Law's brigade were not 
yet at the battlefield; and Longstreet was obviously 
noi in favor of attacking. Nonetheless. Lee decided 
to go with his best —Longstreet. Although slow and 
methodical in deploying his men, "Old Pete" hit 
with sledgehammer force once he began, 

Lee ordered Longstreet to make a concealed 
march to the left of the Federal line and. them attack 
"en echelon" along Emmitsburg Road. This meant 
that Longstreefs right brigade would strike the 
Union flank. This would begin a chain reaction 
along the Confederate line. As soon as a brigade 
went into action, the unit on its left would attack. 
Lee was convinced this series of staggered blows 
would crumble the Union line, 

Longstreet. permitted to await the arrival of 
Law's brigade, began his concealed march around 
noon. I aek of reconnaissance resulted in delays and 
countermarches. It was not until approximately 4 
P. M, that "Old Pete" was ready, Hood, who scouted 
before attacking, reported that the Round lops 
were unoccupied and pleaded that he be allowed to 
take them. Longstreet, cognizant of Lee’s firm 
intentions, felt compelled to attack as planned. 

However, there was another surprise! Earlier, 
Meade had ordered General Sickles to form his 
Third Corps on Hancock's left and extend it to the 
south of Little Round Top. "provided it was 
practicable," This was the line that Lee observed in 
the morning and expected to assault. Instead. 
Sickles decided it was not "practicable" and moved 
his corps, the Union army's left flank, to an exposed 
position. His left faced southwest from Devil's Den 
to Emmitsburg Road. There, his line formed a right 
angle at a peach orchard and, then, ran north along 
Emmitsburg Road. Before Meade could alter 
Sickles’ faulty alignment. Longstreet’* "cn echelon" 
attack began. By nightfall, hi* two division* and 
part ol R. II, Anderson's division were to engage 18 
Union infantry brigades in w hat "Old Pete" labeled 
the best fighting of any troops during the Civil War. 

B. Time: 4 P.M. through 8 F.M,, July 2 
('* Victory Conditions 

1. For the Confederate player to win. he must 

a) occupy KK26and JJ27 at the end of the 8 
P.M. turn, OR 

b) penetrate two non-shatiered and non- 
disorganized units easi of Taney town Road and 
north of hex row KK, They must remain thereat the 
end of the 8 P.M move. 

2. For the Union player to win. he must prevent 
both ol these conditions. 


D. Special Rules 

L All of Lo-ngsr reefs infantry units must be 
engaged in combat before those of R. H. Anderson 
may be used. 

2, Since the burden of attack rests with the 
Rebel player, allow him to attack with a shattered 
unit. However, allow the defender a die modifica¬ 
tion of +1 if a shattered unit is the only force 
attacking. 

3. Caldwell’s division can only be moved if 
those of Ayres and Barnes have engaged in combat 
OR if two of Humphreys’ brigades become 
disorganized or shattered. 

4, Newton's division can only be moved if 

a) Confederate troops occupy Little Round 
Top (KK26), OR 

b) Confederate troops penetrate east of 
Taney town Road. 

5. Veteran units (blue) cannot be shattered or 
disorganized. 

E. The Confederate player moves first. 

F. There are no reinforcements. Ignore Order of 
Appearance cards. 

G. Confederate Deployment 

L MM 17 Benning 

2. MM 18 Law 

3. NN 18 Henry* 

4. KK 19 Robertson 

5. JJ 19 Anderson 

6. GG 19 Eshleman* 

7. H H20 Semmes 

8. EE 21 Wofford 

9. GG 21 Cabell*. Kernshaw 

10. EE 22 Alexander*. Barksdale 

11. BB24 Wilcox 

12. Z 26 Lang 

13. Y 27 Wright 

14. U 30 M ah one 

15. W 28 Posey 

16. with Me Laws. Longstreet HDQ 

H. Union Deployment 

I JJ 24 Ward 

2. H II 24 Trobriand 

3. FF 24 Randolph* 

4. EE 24 Graham 

5. FF 25 Burling 

6. DD 25 Brewster 

7. EE 33 McGilvery* 

8. BB 27 Carr 

9. DD 33 Fitzhugh* 

10. EE 29 Vincent 
1L II 30 Martin* 

12. CC 30 Cross. Kelly 

13. EE 31 Sweitzer 

14. CC 31 Zook 

15. BB 31 Brooke 

16. Z 32 Hazard*, Hall 

17. Y 32 Webb 

18. Y 33 Harrow 

19. X 33 Smvth 

20. W 33 Willard 

2L DD 34 Tilton. Ransom* 

22. V 34 Carrol! 

23. DD 36 Burbank 

24. EE 36 Day 

25. DD 37 Weed. McCandless 

26. CC 37 Fisher 

27. CC 40 Wheaton, Eustis 

28. DD 39 Shaler 

29. with 3rd C.-Sickles 

30. with 2nd C.-Hancock 

31. with 5th C-Svkes 
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CONTENDING ARMIES 


Many words and many hooks have described the 
crisis that was passed on the Gettysburg ha (tiefield, 
but all of them have suffered from the fault of 
isolating the battle—the historians' typical fault of 
concentrating on a great event itself and isolating it 
from everything that was going on around it. This is 
a fault because a great battle is not an island; the 
great event is connected timewise with the mundane 
events that happened just before, and the great event 
is connected in space with all of the minor 
operations that were going on nearby at the same 
time, 

in order to understand the Battle of Gettysburg, 
it is necessary to put it into context, for the battle 
was not a simple aberration that sprang up without 
connections to the world around it. The battle of 
Gettysburg—why it was fought, and why the armies 
had the strength they had\ and why the battle turned 
out the wav it did—had its roots in the immediate 
past and in the circumstances in Virginia when the 
campaign was taking place. 

This article will not attempt to discuss the battle 
it self, for that is a long story that has been often told 
by excellent writers — Coddington’s THE GET - 
TYSBURG CA MPAiGN r Brut e Catton's GLOR > r 
ROAD and D.S'. Freeman's LEE'S LtEUTEN¬ 
ANTS (Vol . Ill) are three examples of good 
accounts from different points of view. If you want 
accounts of the battle, go there. 

What you will find in the article is something you 
will not find in any history book; a discussion of 
what was going on around the battle of Gettysburg, 
and how it affected the battle; in particular, we will 
attempt to explain how the armies that fought came 
to he in the state that they were in. and how they 
were effected by the events that preceded the battle 
and the circumstances surrounding the battle. 

The battle of Gettysburg has been portrayed as 
the crisis of the war. Why did the armies happen to 
have the units that they did? What other units were 
nearby that could have joined the battle to change 
its outcome— and why didn't they join? How 
important h-oj the battle, in terms of the total forces 
that both shies had in the theatre? 

And\ in the end, what was the meaning of 
Gettysburg? Why was it fought; what were the 
consequences of victory, or defeat? 

Ini roduction: 

The battle of Gettysburg was the most famous 
and dramatic battle of the American Civil War, and 
yet the meaning behind the battle is strangely 
elusive. Strategically the campaign and battle had 
no meaning; Lee’s invasion was not really threaten¬ 
ing anything—both the Richmond Examiner and 
P.G/L Beauregard himself criticized the whole 
invasion from the start as being essentially pointless, 
while “Fighting Joe“ Hooker, the Federal com¬ 
mander at the start of the campaign, suggested ihai 
the Fed era Is ignore Lee's visit to Pennsylvania 
entirely and just capture Richmond instead—and 
Lee himself never claimed that his invasion was 
anything more than an attempt (admittedly 
successful) to make life easier for the inhabitants of 
Northern Virginia by having the armies campaign 
on Nort hern soil for a change, Since at that point in 
time the Confederacy was rapidly coming apart at 
the seams everywhere else—one w hole Confederate 
army was just about to surrender at Vicksburg white 
the only other major Confederate Army (of 
Tennessee) was running for its life from advancing 
Federal columns—it is no wonder that Lee was 
criticized and his invasion seems pointless. The 


by Richard Hamblen 

Federal army was not trying to take any major 
Confederate strategic point, either, and they were 
not really trying to defend anything in particular; in 
the end, rather than being fought for some crucial 
strategic point, the battle of Gettysburg came about 
by accident, with both armies, finding the enemy 
nearby, trying desperately to concentrate their 
forces at what happened to be the same place. 

A campaign with no point, and a battle that 
came about by accident ► . . historians have had 
trouble deducing the meaning of such a campaign 
and battle. Some historians have said that Get¬ 
tysburg proved nothing but that the Confederacy 
could not conquer the North, which it never 
believed it could do anyway; other historians have 
said that the battle had no meaning at all. 

They have missed the point. The people at the 
time, both North and South knew what the battle 
meant. The campaign and battle of Gettysburg were 
not fought for any strategic point, and not for any 
subtle advantage of position or resources. 

The battle of Gettysburg was, simply, the 
showdown between the two greatest armies of the 
Civil War, the Army of Northern Virginia against 
the Army of the Potomac. The Army of Northern 
Virginia was invading the North to bring on a fight, 
and the Army of the Potomac was close on its heels, 
rather than marching off to capture some strategic 
point or holding back to protect Washington or 
Philadelphia, From the moment they accidentally 
met outside Gettysburg, the two armies went at each 
other hammer and tongs, blow after blow; the 
objective in Pennsylvania in 1863 was destroy the 
enemy. 

Gettysburg was the showdown. 

The Great Armies: 

The two armies that collided at Gettysburg were 
the two greatest armies of the American Civil War— 
the lurgesi and most deadly Confederate army, the 
Army of Northern Virginia, against the largest and 
best-equipped Federal army, the Army of the 
Potomac, These armies were perennial antagonists 
in the Eastern theatre, opponents in battle after 
battle fought in the hundred miles of countryside 
that lay between the enemy capitote, but strangely 
enough, by mid-1863 the complete armies had faced 
each other only once before, at the peculiar battle of 
Fredericksburg. At every other battle between these 
two protagonists, one or the other of the armies was 
only partially present; on the Peninsula only the 
Union 1 through VI Corps were at the Seven Days, 
at Second Bull Run only parts of both armies were 
present, at Aiuietam several Union Corps were 
absent and the Confederates, although all present 
on paper, were actually greatly understrength due to 
mammoth straggling, and at Chancellorsville half 
of Longstreefs Corps (including Longstreet 
himself) were absent from the Confederate forces. 
Only at Fredericksburg had both armies been 
entirely present (the XI and XU corps were 
available, although not used), but in the end that 
was an unsatisfactory battle for both sides since 
neither could attack—the Confederate trenches 
were unassailable, and the Federal artillery made 
the Union positions unattackable (Jackson made a 
try and stopped before he got started). 

So by the time of Gettysburg there had never 
been a real, full-strength showdown between the 
two greatest armies of the Civil War. Gettysburg 
would remedy that; the armies would meet out in the 
open, where they could get at each other, and both 
armies would have all of their units present—oral 
least all of the units they had left. 


For, ironically, by the time the showdown 
actually came, both armies had been worn down 
until they were much less than they had once been. 

For, both armies, the high point was probably 
the Fredericksburg Campaign, where all of their 
forces were finally assembled and reorganized into 
efficient units. The armies that fought at Gettysburg 
were really formed at Fredericksburg, where both 
sides finally received all their units and arranged 
them into the general organizations that would still 
be in effect eight months later, at Gettysburg. Before 
Fredericksburg both sides' units were present and 
fighting at this battle or that, it is true, but at 
Fredericksburg great portions of both armies were 
disassembled and put back together again in 
completely new shapes. Regiments were shuffled to 
make new brigades, and brigades were rearranged 
to make new divisions. On the Confederate side 
Longstreet’s Corps was completely overhauled into 
four large divisions and one small division in place 
of the multitude of semi-divisions that had been the 
practice previously. On the Union side the 111 Corps 
was completely reorganized and greatly reinforced, 
the XI was reshuffled into a new format, and other 
corps were reinforced and reshaped until the Army 
of the Potomac finally assumed its familiar 
configuration—six corps with three divisions (I, II, 
III, V, VI and XI) and one corps—the XN—with 
two divisions. The armies that fought at Freder¬ 
icksburg were recognizable at Gettysburg. 

Not that these grand armies did not change by 
the time of Chance!lorsville—changes both for the 
good and for the bad. Both armies had detatched 
units to go to other theatres; the Army or the 
Potomac had lost the IX Corps to the Middle West 
(it's a good question whether the IX Corps, with its 
unique travelling history—it took the North 
Carolina sounds, took Knoxville in Tennessee and 
took part in the siege of Vicksburg in addition to its 
duty w r ith the Army of the Potomac—should be 
considered a normal part of the Army of the 
Potomac proper), while Longstreet had taken two 
large divisions and one small division—over half of 
his corps—into North Carolina fora little campaign 
there, Longstreet and his two large divisions were 
still part of the Army of Northern Virginia even 
when they were away, how r ever; they would be back 
for Gettysburg, 

On the plus side, both armies had changed 
somewhat by reorganizing their cavalry and 
artillery. The Confederates had completely 
reorganized their artillery structure by 
Chancellorsville; in place of the old practice of 
attaching individual batteries to brigades, the 
Confederate artillery was now lumped into bat¬ 
talions, where the massed guns of several batteries 
could combine to much greater effect. Each 
Confederate division had one battalion, and there 
were several more battalions available as a reserve. 
On the Union side, the big change by 
Chancellorsville was in the Cavalry. All of the 
available Federal cavalry had finally been grouped 
together and organized into a cavalry corps with 
three two-brigade divisions and one reserve brigade. 
These changes w r ere to prove important for both 
sides; the Confederate artillery was to give a good 
account of itself at Chancellorsville, and the 
Federate at last had a concentrated body of cavalry 
that w r ould be able to stand up to Stuart's three 
brigades (Hampton, F. Lee and W.FLF. Lee) in a 
frontal fight. 
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chan a OPPOSING FORCES IN VIRGINIA DURING 
CHANCELLORSVILLE 

(A few word* about presentation the diarcs begive the strengths of all the commands. lifted above, in terms, of strength points as 
defined in the GETTYSBURG Intermediate game. The .strength points are enclosed in parentheses, following each unit's identification. 
Hopefully, by comparison with the numbers in GETTYSBURG, the reader w ilt come to an appreciation of the strengths of the various 
commands at (he time of Chaneeilorsviile. There are two kinds of units that do not tn precisely imo the &E7TY$&tfRp system, however: 
independent brigades that had a battery attached, and major gat risons that were not ready mobile formations, due lo lack of transport and 
the heavy cannon which we ml heir primary weapon* Brigades with an attached buttery arc indicated with an asterisk (*j, and garrisons are 
indicated as such and their total strength will be given, rather than listing the strength assigned to each post or fort,} 
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(NO IT The units of the VIH Corps were great® scattered; even brigades of the same division could he posted quite distant from each 
other To clarify the situation, 1 have: indicated the location of each unitappropiLaidyvnsbcingeithcnti Harper's Ferry or nearby Maryland 
Heights (HI 7 ), or in the Shenandoah Valiev proper (SH), in West Virginia f W V), in Pennsylvania (PA) or holding the rear areas in Maryland 
[MD). These ideation keys are located under the division number if the whole division is in that location, or under the brigade if onty the 
brigade h in that location,) 
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The Opposing Armies at the time of 
Chancellorsyilk— 

The armies that fought at Gettysburg grew 
directly out of the armies that fought at 
Chancellcusvillc. so it might be worthwhile to stop 
at this point and look at the forces that both sides 
had available throughout the Virginia theatre at the 
time of Chancellorsville. The central focus of 
attention is the great armies themselves, but both 
sides had other significant forces nearby, so we will 
look at the balance of forces in the entire Virginia— 
northern North Carolina theatre. 

At the time of the Chancellorsvilie campaign— 
the beginning of May, IB63-—in addition to the 
main armies there were four major groups of 
Confederates confronting four major groups of 
Federal soldiers in the Virginia area, ranging from 
the mountains of West Virginia to the North 
Carolina sounds. All of these groups were close 
enough to affect, and be affected by, the main action 
in northern Virginia, 

The most remote group was the Confederate 
detachment in Southwestern Virginia, under Sam 
Jones guarding the salt mines there and keeping an 
eye on the large Union forces up in Northwestern 
Virginia, These Federal forces were part of the 
Union Middle Department, which had the respon¬ 
sibility of guarding the whole North-South border 
(except for Washington} from West Virginia to 
Delaware; the Middle Department had the troops of 
the Federal VIM Corps to use for this guard duty. 
With such a wide area of responsibility, the Middle 
Department's VII1 Corps was also confronting the 
next Confederate detachment—the Confederate 
“Army of the Valley", actually a small detachment 
under W. E, Jones stationed in the Shenandoah 
Valley. Both of the Confederate groups in 
Southwestern Virginia and in ihe Shenandoah were 
very small, while the VIII Corps was quite large, but 
the difficulties of campaigning in the mountains and 
the need to garrison crucial points against Con¬ 
federate partisans and raiders kept the Federals 
from going on the offensive with the VMl Corps. 

For the defense of Washington itself the 
Federals had the Defenses of Washington, a large 
independent command that really wasn’t confront¬ 
ing any Confederate groups because there weren't 
any Confederate groups that were threatening 
Washington (except lor the Army of Northern 
Virginia, of course, and the Army of the Potomac 
was watching that). In a way these forces were being 
wasted, but they were there on the fail-safe principle 
that even if everything else went wrong, Washington 
itself would have enough strength to stand off (or at 
least delay) a major Confederate attack—a not 
unreasonable precaution in light of Robert E. Lee's 
proven ability to make everything go wrong for the 
Federals. 

Once past Washington, the focus of attention 
moves to the coastal enclaves that the Federals had 
established along the confederate coast. The oldest 
of these was the Federal Department of Virginia, 
based in Fort Monroe but with major forces holding 
Suffolk and Norfolk just across the James River to 
the south. This Department of Virginia had two 
small corps, the IV Corps on ihe Fort Monroe side 
of the James River (the Peninsula side) and the VII 
Corps on the Suffolk Norfolk side; these forces 
were within supporting distance of each other if the 
need arose. Facing these forces, far up the James 
River at Richmond, the Confederates had the 
Defenses of Richmond under Eb.ey, These Con¬ 
federate forces were small and really were just 
defending Richmond itself and the immediate 
approaches to Richmond—especially the water 
approach up the James River. 
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The major bulk of maneuverable Confederate 
forces were in the Confederate Department of 
North Carolina under D. H Hill These Con¬ 
federates were keeping an eye on the Federal VII 
Corps in Suffolk, but they also had the responsibili¬ 
ty of guarding the rest of the North Carolina coast, 
which meant that they had to worry about the next 
Union enclave down in the North Carolina sounds 
area, around New Berne (D. H. Hill also had to 
worry about the defense of the crucial port of 
Wilmington, but fortunately there were no Federate 
ashore there yet so he needed only to be prepared 
against the threat of an assault from the sea and 
most of the Union amphibious capability was tied 
up in the assault on Charleston, South Carolina, 
farther down the coast). 

The Union forces that held New Berne and the 
North Carolina sounds were another small corps, 
the XVIII corps, 

Thus, looking at the theatre overall, the 
Confederates had their Department of North 
Carolina that was confronting the Union XVIII 
Corps m North Carolina and the Union J V and VII 
Corps on the Virginia coast, with the additional 
Defenses of Richmond concentrating on the 
Virginia Federals, In the Virginia mountains the 
Union VIII Corps w r as confronting minor Con¬ 
federate forces in Southwestern Virginia and in the 
Shenandoah Valley; and the Union had a large 
garrison holding Washington, 

And in addition the Army of Northern Virginia 
and the Army of the Potomac were confronting 
each other in the vicinity of Fredericksburg, in 
Northern Virginia. 

To find the strengths of these commands at the 
time of the Chancellorsville campaign, consult the 
chart labelled Opposing Forces in Virginia during 
Chancellorsville. 

The road to Gettysburg— 

In a way, the above discussion (with chan A) 
describes the opposing armies at their peaks. The 
slide downhill started immediately, with the 
casualties at Chancellorsville—the loss of Jackson 
alone was a crippling blow, and the Confederacy 
and Union lost many thousands more as well. 
Ordinarily, this would have been to the Union's 
advantage, due to their superior ability to make up 
their losses, but in this case, a fluke of history 
intervened. The enlistments of many thousands of 
Union troops were expiring, and large numbers of 
regiments were simply leaving the army for good. 
The Union army was melting away—and at exactly 
the moment that both sides were mustering their 
strength for the great showdown to come. 

The Confederates started their preparations for 
the showdown first, simply by mustering all of the 
strength that Lee could get his hands on. Not only 
did Hood's and Pickett's divisions return from the 
Suffolk campaign—French’s division from North 
Carolina was also added to the Army of Northern 
Virginia. Lee was also able to swap Colquitt's 
weakened brigade from Rodes' division for Daniel's 
strong North Carolina brigade, and Ransom's 
division from North Carolina was to march north to 
guard the Confederate positions in Northern 
Virginia while Lee invaded Pennsylvania (a new 
Brigade Clingman’s- was transferred into the 
Department of North Carolina to partially make up 
for all the strength that was departing for the Army 
of Northern Virginia), 

That was not all. Stuart had had only two 
cavalry brigades at Chancellorsville, but two 
others Hampton's and Jones' were really part of 
his command, so he summoned them in to deal with 
the swarms of massed Federal cavalry that had 
made their first appearance at Chancellorsville, 
That gave Stuart four brigades, but that was not 
enough; the call went out, and every cavalry brigade 


in the theatre— Jenkins' brigade from 
Southwestern Virginia, Robertson's raw brigade 
from North Carolina, and even Jmboden's brigade 
of raidersand partisan rangers all joined the cavalry 
of the Army of Northern Virginia, 

With all this new strength available and with 
Jackson gone, Lee decided to reorganize his army 
into three corps, incidentally doing away with the 
Army Reserve artillery in the process—the two 
army reserve battalions would go to make up the 
corps reserve of the Third Corps. In addition, one 
new battalion would have to be made up from loose 
batteries to go with the new division in the army— 
and Lee decided to balance the strengths of his 
divisions by reinforcing this new division with two 
brigades from A. P. Hill's oversized division. 

With that, Lee began to move. As he marched up 
the Shenandoah, the army picked up the Md. 
regiment that was on garrison duty there, and then 
proceeded to scatter the Union forces in the Valley, 
leaving behind two small regiments as rearguards. 
As he marched away, however, things were 
starting to go wrong behind him. Ransom's division 
was not freed as promised LX H. Hill was worried 
about all the Federals he was facing (the IV, VI1. 
and XVIII Corps), and had held Ransom back. This 
meant that at the Iasi minute, two brigades of 
Pickett's division had to be detached to hold the rear 
areas that Ransom was supposed to be guarding— 
so Pickett lost Jenkins and Corse for the duration of 
the campaign. 


So, with that final note, Lee and the Army of 
Northern Virginia vanished into Pennsylvania, 

The Confederates' disposable force in 
Virginia/North Carolina at the time of Gettysburg 
can be seen in chart B and the most obvious points 
are that: I) the Army of Northern Virginia contains 
about 70% of all the available force; and 2) if Lee 
had gained the additional units he wanted from 
Northern Virginia and North Carolina, he would 
have gotten another 10%—which explains w hy Lee 
was so disappointed not to get those units and why 
D. H. Hill was reluctant to lei them go. 

While all of this was going on. the Federal army 
was in increasing disarray, in the first place, they 
had to accept their Chancellorsville losses; then they 
had to accept the fact that many thousands of their 
best sotdiers were going home, their enlistments 
expired. As a final stroke, they had to deal w r ith the 
effects of the first stages of Lee's invasion of 
Pennsylvania—for Lee had cut into the available 
Union forces by scattering or destroying them. 

After Chancellorsville, the first problem the 
Federals faced was the loss of large numbers of 
regiments. Such corps as the I Corps, which had lost 
almost nothing at Chancellorsville, practically 
melted away, losing a third of their brigades. The I 
Corps was hard hit, the II Corps not so hard; the Ill 
Corps, V Corps and VI each decommissioned a 
whole division and used the regiments that were left 
over to fill out their remaining divisions. 


Chart A Cant'd* The Coastal Forces 

Confederate 

(NOTH; At Ihe lime of Chaiice lloraville, Longstroct was in the North Carolina urea, outside of Suite Ik, with Hood’s und Pickett’s 
divisions, t hese were only temporarily in North Carolina; thty rejoined the Army of Northern Virginia shortly after'Chanceltorsviite,) 
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With the army melting away and Lee's army 
starting to march, clearly something had to be done 
to reinforce the Army of the Potomac. The Llnion 
reaction to this need was sensible, if obvious; every 
free unit that could be spared was transferred to the 
Army of the Potomac as it marched north after Lee. 
Unfortunately, the Confederate Army was interfer¬ 
ing with all this by the simple means of steamrolJing 
up through the heart of the Federal Middle 
Department, scattering Milroy's 2nd Division and 
effectively knocking it right off the board, and 
forcing the isolated elements of the VIII Corps to 
run for their lives—a war from the Army of the 
Potomac approaching from the south. In the event, 
only one Middle Department brigade would be able 
to join the Army of the Potomac by the start of the 
battle (Lockwood's brigade, which was coming 
From a part of Maryland lhatwasnoton Lee's route 
of march); the rest of VMM Corps was so disarrayed 
that it was either hiding in the mountains or was 
trying painfully to circumnavigate Lee to get to the 
Federal army—and in fact these latter troops (under 
French) would arrive just after the battle. 

Other Federal groups could do more. Every free 
division in the defenses of Washington joined the 
army; the cavalry division went to become the new 
third cavalry division of the army (the old third from 
Chancellorsville having been merged into the old 
second division on June 11), the Pennsylvania 
Reserves division (less the 2nd brigade, which 
happened to be detatched south of the Potomac 
when the division marched off) became the new 3rd 
division of the V Corps, and Abercrombies Division 


(less the first brigade, whose enlistments had run 
out) was split up, one brigadeto the I Corps and one 
brigade (Willard's) to the II Corps, 

That was about all the help the Army of the 
Potomac was going to get. The IV and VII Corps 
were too faraway to send help, but they did make a 
demonstration designed to scare D, H, Hill—which 
worked, and contributed to the chain of events that 
caused Pickett's two brigades to be left behind. The 
XVI11 Corps* however, had just lost eight regiments 
of their own, mustered out, and what was left was 
tied down to garrison duty, so they could be no help 
at all. 

As it marched north to Gettysburg, the Army of 
the Potomac had had all the help it was going to get. 

The Confederate invasion had a shattering effect 
on the units in the VIIJ Corps, with some commands 
dispersed, others trying desperately to form into 
their divisions at a centralized location, and still 
others trying to march to reinforce the Army of the 
Potomac. The Middle Department had broken up 
into five pieces—six, counting the brigade, Lock- 
wood's, which had joined lhe Army of the Potomac. 

The VI11 Corps proper was left with only its first 
three independent brigades, the ones in Maryland 
and Pennsylvania, and it did not keep all of those 
of the 1st brigade, only the cavalry was left, the 
infantry being with Lockwood* and some of the 3rd 
brigade had joined French’s column, which was 
marching to join the army. 


The second major piece of the VIM Corps was 
the force stationed in West Virginia, now under the 
command of the Department of West Virginia. This 
fragment included the old 3rd Division, the old 4th 
independent brigade, and half of the 1st division— 
the 4th, 5th, and 6th brigades, all of which had been 
stationed in West Virginia. 

In the wake of Lee's invasion was the Maryland 
Heights garrison which had been passed by, with the 
debris of what was left of the 2nd division (Milroy), 
which had not been passed by—it had been run 
over. The debris was formed into a new brigade, 
Elliot's, to go with the old 3rd brigade of the 1st 
division, which was holding the place with the 
garrison and heavy artillery units. 

Major-General French had the rest of what was 
left of the VMl Corps, and as the battle of 
Gettysburg started, he was around Frederick, 
Maryland, trying to catch up with the main army, 
He had the old 1st and 2nd brigades of the 1st 
division, reinforced by a few units from the 3rd 
brigade, and aided by what was left of Milroy's 
cavalry. 

In addition, there w r as a new force on the 
horizon; Lincoln had called out the militia to meet 
the invasion, and they had been put into the new 
Department of the Susquehanna. These were 
essentially garrison troops, not lit to move far and 
certainly not fit to go up against the Army of 
Northern Virginia, hut they were handy for keeping 
off cavalry raids and holding rear areas. There were 
18 points of these scattered around Pennsylvania, 
with the largest accumulation at Bloody Run—8 
point's worth—-where there were still more of the 
remnants of Milroy's division. In addition, there 
was one enormous militia division under W, F. 
Smith at Waynes bo rough* 6 brigades with 20 
points, but militia being militia, there probably isn’t 
much more worth saying about them. 

For the Union strength in Virginia circa 
Gettysburg, consult chart C 

The most startling thing about the Union 
strength is how weak the Federal forces were; they 
had lost nearly a quarter of their maneuver forces 
since May, and most of it came out or the forces that 
were going to have to meet the Army of Northern 
Virginia in battle. The Army of the Potomac lost a 
full third of in strength, and in case of a disaster, 
Washington had been entirely denuded except tor 
its integral garrisons. Much of the Federal strength 
was effectively out of play* along the Carolina coast 
or off in the mountains. 

. , . These are the forces that were available to 
both sides as the campaign in the East came to its 
climax. Robert E. Lee had chosen his opportunity 
well; he was going for the final show-down, and he 
had chosen a time when the Federal forces were 
badly off balance. Never before and never again 
would he have such a favorable ratio of forces and 
also have such a chance for victory to bring such 
enormous rewards. If there had to be a showdown in 
the East some time, then this was the time , , . 

... And so the Army or Northern Virginia 
marched off into the unknown North, leaving 
behind them the cries of anguished critics (what is he 
doing?! Send forces to help Bragg! Send forces in 
save Vlckshurg!). Jackson was with them no more, 
and Stuart was taking all of his best cavalry off on 
another raid, but who knew what that could bring? 

And behind him. under the new command of 
General Meade, the Army of the Potomac followed 
him into the North, 
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CHANGES IN THE CONFEDERATE FORCES 
BETWEEN CHANCELLORSVILLE AND GETTYSBURG 


Main Army: Army of Northern Virginia 
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CHANGES IN THE UNION FORCES BETWEEN 
CHANCELLORSVILLE AND GETTYSBURG 


Main Army: Army of the Potomac 
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RUSSIAN 
CAMPAIGN 
PBM KIT 

Each kit comes with lull instructions for both 
phm in general and RUSSIAN CAMPAIGN in 
particular, A kit includes 4 pads—two each for 
Russian and German moves, and includes 
everyt King necessa ry t o record moverne n t, co m bat. 
and retreats plus special functions like rail move¬ 
ment, sea movement, weather and replacements. A 
complete kit sells Tor $6.00 plus postage, A half kit 
with only two pads costs $3.00 plus postage. 
Maryland residents please add 59c. sales tax. 


DIPLOMACY WORLD is a quarterly magazine 
on Diplomacy which is edited by Walter 
Buchanan, R R #3, Box 324 r Lebanon, IN 
46052 and subsidized by The Avalon Hill Game 
Company The purpose of each 40-page offset 
issue is to present a broad overview of the 
postal Diplomacy hobby by printing articles on 
good play, zine news, listing rating systems, 
game openings, and printing a complete 
variant game and map with each issue. Subs 
are $4.00 with sing! e copies a va i I able for S1.25 
Foreign subscriptions £5. 

Orders for DIPLOMACY WORLD must be 
made payable to DIPLOMACY WORLD and sent 
to the editor's Indiana address. 
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BINDERS 


these binders arc ruggedly constructed in 
attractive red leather finish vinyl, with gold 
embossed logos of the THE GENERAL and the 
Avalon Hill Game Company located on the from 
and spine. Each binder measures 9" x 12" x l-Vi* and 
holds twelve (12) copies of THE GENERA!., 
Spring-steel retaining wires hold the issues firmly in 
place, yet your magazines are not damaged in any 
way, and can easily be removed from the binder at 
your desire. The binders are available from Avalon 
Hill for S5 plus 75c postage. Maryland residents 
please add 59c state sales tax. 
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THE GENERAL 


INTERVIEW: JOHN EDWARDS 


Commencing with this article, the GENERA L 
will print a series of interviews with some of the 
h o bby 5 m ore n otahle fig u res. .4 Ith ough adn\ it t edty 
an experiment of sorts in expanding our article 
format , we feel that the readership might enjoy ti 
"softer'' brand of article which catches the nature of 
the people behind the w arranting hobby. Designers, 
expert players, gamers from other countries, and 
just about anyone whose views and experiences w ill 
make good reading is eligible to turn up on these 
pages. Let us know who you’d like to see featured in 
these sessions and what types of subjects you'd like 
co i ered Your reaction wall determine how long this 
series w ill Iasi. 

The questions of our interviewer are printed in 
italics to help differentiate them from the answers of 
our guest, John Edwards, our exclusive Australian 
distributer and designer of RUSSIAN CAM- 
PA IGN and WA R A T SEA. 

How and when did you get started in warrant¬ 
ing? 

In 1968. while visiting a friend in the States, I 
saw a copy of a most unusual game in a department 
store. It was called A FRIKA KORPS. I opened the 
box, looked inside, and was amazed lo see how 
interesting it appeared so l bought the game as well 
as another one called D-D A land took them home. 
Needless to say 1 spent the rest of that day and much 
of the next several months exploring the games and 
playing them. 

How and when did the idea for doing your own 
series of games under the Jedko label originate? 

It transpired slowly over a long period of time, t 
think 1 could best explain by relating the way events 
actually transpired When I first started playing the 
games, l must have played STALINGRAD and 
BULGE at least 50 times solitaire. Changing the 
rules then seemed akin to sacrilege. I was getting so 
much enjoyment and I regarded the rules as gospel, 
and would never have dreamed of making my own 
modifications. Then, one day, while reading a book 
about the war in Russia, T realized that some of the 
units in ST A LING R A D weren't right, so l replaced 
them with my own. Feeling like I was breaking every 
rule in the book. 1 played the game with different 
panzereorps, different combat factors and new 
corps numbers on the counters. Slow ly but surely l 
was developing my own version of STALINGRA D 
which 1 then proceeded toplav solitaire. I developed 
this game until by 1970 l had the equivalent of a 
monster game, THE WAR IN EUROPE was 
probably about 3 x 4 feet in size and had step 
reduction counters and was actually the prototype 
for both WA R A TSEA (which was a naval variant 
of the large game) and THE RUSSIAN CAM¬ 
PAIGN. although at that time, 1 had only one copy 
which was played only by myself and one friend. 
About a year later, I started corresponding with 
Avalon Hill, as I was interested in bringing their 
games into Australia in larger quantities. I went to 
one of the major hobby shops in Melbourne, and 
spoke to the proprietor who condescended to give 
them a try after much talking on my part. So 1 
brought in a small shipment from Avalon Hill. The 
games caughi on and I became Avalon Hill’s 
exclusive distributor in Australia. During this lime, 
about late in 1972, l developed the STALING R A D 
variant to its peak, and l made a game called 
«$ TA LING RA D: A USTRA1.1A N STYLE", 
which was a sort of expansion kit to STALIN¬ 
GRAD and was actually published in the S T 
SUPPLEMENT Then later, as the sales of Avalon 
Hi!! games grew, I decided that because we pay 52% 
duty on imported toys, under which category these 
games were classified, I would print my version in 



Australia lo keep the price down. So, in late 1973, I 
produced a game called THE A ERICA N CAM¬ 
PAIGN This was a one-man effort done in my 
spare time, w hich l was very dubious about printing, 

I showed it to a few people and was encouraged by 
their response so l went ahead and printed 5,000 of 
them. This whetted my appetite for more. In the 
following year. THE RUSSIA N CA MPA IGN saw 
print, which, of course, was a refinement of 
"5 TA LING RA D: A US TRA LI A N STYLE " 

WAR AT SEA followed in 1975_Last year, J 

produced FIELD MARSHALL which was an 
introductory level game with tournament rules that 
could be bolted on. Iis purpose was to try and 
encourage more people to gel into the Hobby and 
we were selling it as cheaply as we could. Sort of an 
Australian mixture of TACTICS H and BLITZ¬ 
KRIEG . 

You slated that when you first started playing 
war games you played the first gunic.v you acquired 
upwards of SO times each , How active are you now 
in regards to playing these games that you import 
for A valor i Hill? 

Unfortunately, these days 1 don't get the time, 
and Fm afraid working with them so much day to 
day has lessened my desire to play them, \ probably 
am able to play a competitive game about once a 
year, although l often think o! doing one and almost 
get the game set up, only to put it away again. Of 
course. I read the rules to all the new ones. 

If your gaming time is so limited, you must he 
pretty particular in regards to which ones you do 
play , Which games are your favorites? 

My favorite game of all time is THE BA TTLE 
OF THE BULGE, hut I also like my own 
RUSSIAN CA MPAIGN , 

Do I deduce from those choices that your 
favorite period is World War II? 

That's right. 

What in particular about these (wo games do 
you find so interesting that sets them apart from all 
the others? 

Weil, out of modesty. I would rather not 
comment on THE RUSSIA N CA MPA IGN. hut I 
like the R.4 TTLE OF THE BULGE because l can 
play it. I think the trend these days is to get a new 
game and sit down for hours looking at it and trying 
to interpret the rules, hut ending up with a 
headache. Instead of actually playing the game, you 


really spend most of your time referring hack to the 
rules booklet. Myself, 1 like to sit down and get into 
something right away and gel on with the game. 
That's, 1 think, one reason why chess is so good, 
because its interesting in itself: complicated enough 
without any gigantic rule booklet that has to be 
referred to. 

What do you think of the recent trend towards 
super-large, greatly detailed war games encompass¬ 
ing mapboards several yards long, and utilizing up 
to several thousand counters? 

I don't think that they're a mass market item. I'm 
sure that a lot of people get immense pleasure out of 
them and I know they must be selling well, or they 
wouldn’t be continually turning them out* but. I'd 
hate to think what would happen if a young boy who 
hadn't played a game before went in to a store and 
decided he liked the sound of WA R IN THE WEST 
I don't think he'd be a very good bet to get another. 

One of the newer trends in games here in the US, 
arc the roleplaying games , such as DUNGEONS 
,4 ND DR A G ON S. Has this trend reached Austral¬ 
ia yet. and how does it rank in comparison to typical 
war games? 

DUNGEONS AND DRAGONS has been on 
sale in Australia for about a year now. I think its a 
mistake to compare it with warga mes because they 
tend to have their own distinct following. *Some 
wargatriers are interested in fantasy games, but 1 
think a wargamer is a wargamer. A fantasy gamer is 
not necessarily a warga mer. 

Do you note any preference among Australian 
gamers for multiplayer type games such as KING- 
MA KER or DIPLOMA C Y as opposed to the more 
conventional two-player game? 

That's a rather difficult question to answer ... I 
think that most people who are playing DIPLOM - 
A C Y a nd A7 N G MA KER w o u Id a I so be p la y in g t he 
other games, but of course, there are a lot of 
Australians who spend most of their game time ll 
w ould say 50% of it I on solitaire games.I'm sure 
many Americans enjoy the multi-player games, but 
in Australia it's a matter of knowing enough people 
to be able to have an enjoyable game. 

In England, war gaming started and is still 
primarily revolving around the use of miniatures as 
opposed to that of board games. Just which side o f 
the hobby predominates Down Under? 

Before I started to import Avalon Hill games 
there were only miniatures in Australia, as far as I 
know. Recently though, 1 would say that the board 
gaming players would probably be the larger group, 
but I don't really think that this means people prefer 
board games over miniatures. Those people who do 
get together in clubs to play wargames usually end 
up playing miniatures. But most people, of course, 
don't belong to wargaming clubs, so I’d say 
wargaming to the typical Australian means board- 
games. 

You make reference to clubs , Just how advanced 
is wargaming in Australia? If you slop the typical 
man on the street, and ask him what wargaming is 
all about, does he know what row are referring to? 
And just how prevalent are clubs? That is. how 
many do you know of which exist in Australia? 

The average man would probably laugh, or be 
completely unaware of what t was talking about. 
Clubs have come and gone in Australia. Because of 
our small population, there are not many clubs. 






THE GENERAL 


PAGE 17 


We’ve had big dubs come and go. 1 think, dubs to 
most people who are in them now, would represent 
small groups of local players w ho gel together from 
lime to time. Whereas a couple of years ago. we had 
several large organized clubs, they've since faded 
away. I'd say there are about 9 national corre¬ 
spondence clubs in Australia. 

Then l tan take it that postal play, or as we call it 
here in the Slates play-by-mail, is non-existent in 
Australia? 

I do know some people personally who play 
games by mail* So it does exist. But 1 don't think it 
exists on a widespread basis. My reasoning for this 
is that we don't have many requests for the play-by- 
mail pads, 1 personally feel that this is a shame, 
because due to the large distances in Australia, play- 
by-mail is well suited to our country. To rectify this, 
l think we need an Australian magazine with local 
advertising services. I know there are plans at the 
moment to produce a magazine in Australia called 
GAMES & BA TTLES, and one of the features of 
this will be an opponents wanted listing, specifically 
for play-by-mail opponents. I think once th is 
occurs, play-by-mail will be on the increase, and l 
think it will be very good for the Australian hobby. 

/ know you import several hundred copies of 
THE GENERA L for retail distribution in Austral¬ 
ia. What has been the response of Australian players 
to our magazine? 

It's been very good. When THE GENERAL 
arrives, it's distributed to the shops and the shops 
IVe kept in touch with usually seem to sell most of 
them within the first week or so* 

In general, how would you say wargaming 
differs in Australia from that practiced here in the 
United States? 

Obviously Australians aren't as well-organized 
as you. But on the credit side . . . you wouldn't find 
Australians prejudiced against one company's 
games. They accept every game on its merits. 1 think 
the Australians haven't got this bias which 1 find in 
the States towards one company or the other. 

Okay, you've left me somewhat red-faced in the 
past when l turned down both of rour games, 
RUSSIAN CA MPA IGN and WA R AT SEA, only 
to change my mind later , when you published them. 
As Avalon Hill games we now find one of them to be 
rated at the very top of the A vahn Hill line. Can you 
go into some detail as to how you developed these 
fine game si’ And why you believe they have been 
received so favorably here in the States? 

When 1 was designing my games I had no idea 
they would be as popular as they are. 1 think one of 
the factors was that 1 did them in my own time, at 
my leisure. For example, when 1 did THE 
RUSSIA N CA MPA IGN* I must have read about 
20 hooks on the war in Russia, This meant that I was 
walking around for weeks, even months with all this 
going on in my head. I had the flavor of the battle. 1 
had the coldness of the Russian winter running 

through me.I was thinking that way. This 

influence and flavor was transferred to the final 
game, whereas people who work at SPl or Avalon 
Hill are given a certain number of hours to come up 
with a finished game, and the pressure is on them ail 
the time. Whereas myself, l could do a little bit, get 
stuck and leave it for a week, doing it in mv own 
time, i think this is the difference, really. A 
professional wargame designer who works at 
Avalon Hill, cannot afford to turn off for a moment 
if he's getting blase. Because t could do this, I did not 
do anything which 1 wasn't happy with. WA R A T 
5£>t was nothing more than a fun game meant to be 
playable and enjoyed. Too many people these days 
sit down, even if they're playing chess, and get too 


personally involved, and really take being beaten 
seriously. After all, you play a game to have fun. 
That’s what WA RAT SEA is all about; having fun 
with no hangups over who won or interpreting 
complicated rules, A person playing WAR AT 
SEA t whether he wins or loses, isn't really going to 
get too upset about it. After all, it's a fast-moving 
game, involving both players, which brings me to 
another point ... 1 don't really think a good game 
should involve somebody sitting around for half an 
hour twiddling their thumbs while the other guy 
moves his pieces. A good game should move quickly 
which means short rules, and complete involve¬ 
ment of both players at all times. Playing a game 
with hourly turns is son of like taking turns boring 
each other. 

Tell us more about the actual design decisions 
made in the game. 

Everything in WAR A TSEA is a compromise of 
sorts, . . even the combat factors on thecoumer. I'll 
give you an example: All the British battleships with 
the exception of NELSON and ROONEY have 
eight 15 inch guns w hich give an attack factor of 4. 
Now the BISMARCK also has eight 15 inch guns. 
So, we must give this a combat factor of 4 because 
everybody knows it's got the same armament. What 
people don’t know- is that the BISMARCK had a 
higher rate of fire and is tiring a heavier shell, and in 
actual fact should have a combat factor of five, But 
if 1 w r as to put the combat factor of five in, I would 
get flooded by the complaints from people who have 
read the specifications of the ship, and think 
"Where'd you get this 5 combat factor from?” So 
you've got to really design a game for the average 
person, yet still include a little extra chrome for the 
expert so he'll be happy. What we've done in this 
game, is to give the German ships, if undamaged, the 
ability to add one to their die roll which makes their 
fire more accurate, w hich is a true portrayal* If you 
study naval history, w henever German ships were in 
surface actions* their initial fire was very accurate. 
You've only got to see what the G RAF SPEEd id to 
EXETER and what the BISMA RCK itself, and the 
PRINCE EUGEN, did to the HOOD and later the 
PRINCE OF WA LES. The latter actually broke off 
battle, which is most unusual for a British ship of 
that era. 

Why weren't PRINCE OF WALES and 
RODNEY removed from the game when they 
should have gone to the Pacific? 

Well, for a start, if the PRINCE OF WA LES 
and RODNEY have to be removed from the game* 
we should also remove the GRAFSPEEon the first 
turn of the game, and then remove the HOOD and 
BISMARCK on the turns they were sunk. WAR 
AT SEA starts with the situation as it was in 1940 
but does not bind the players to events that 
happened later. That's why they're playing the 
game—to see w hat they can do. We can't assume 
that Japan w ill bomb Pearl Harbor and thus go to 
war with the U.S. and Britain. To reflect this, 
American commitment has been kept to a minimal. 
We've limited the TEXAS, for example, to the 
North Atlantic Ocean when in fact, it did bombard 
the beaches at Normandy and could have been 
involved in the game, The game was kept simple and 
playable by making a few compromises. One of 
them was to leave out the French fleet, which I see 
has already been noted and provided in the form of 
variants in the GENERAL , The addition of the 
French fleet is an interesting variation and enjoy¬ 
able but it does not necessarily improve the game— 
only changes it. It did not improve the game to 
include the French fleet* in my opinion, it only 
lengthened the game. As it is now it is a game that 
two people can sit down and play in their lunch 
hour. They can play it in half an hour. And, this l 


think, is one of the unique features of WAR AT 
SEA. If we go plugging in every little thing that we 
can think of, we make the game longer without 
really making it more enjoyable. 

A recently published F & M interview quoted 
you as staling that there was no difference between 
the Avalon Hill version and the Jedko version of 
RUSSIAN CA M PA IGN. Isn't this a bit of an 
exaggeration? 

Yes, my comments in that interview' seem to 
have been taken out of context. I remember being a 
little angry over Richard DeBaun's review of the 
game and I defended the game as a game, 1 was 
particularly upset when he admitted he had not even 
played the game! What right did he as a self 
styled expert have to make such comments? He 
replied that he gave Avalon Hill the right to reply 
... to which I then said that 1 designed the game, 
not them and why didn’t they write to me? 1 did in 
fact take his criticism personally and regarded his 
review as unfair. I dismissed his "fair reply” excuse 
by stating that 1 designed the game and did not. in 
fact, get a chance to reply. These are the circum¬ 
stances that led up to me saying that AH did nothing 
to change or improve the game. Don't geL me wrong 
. . . you did improve the game by adding polish, . * 
which any professional company would be expected 
to do* After all, the Avalon Hill version did add set¬ 
up coordinates printed directly on the counters and 
badly needed Order of Battle playing aid sheets. The 
rules were rewritten and a few things added here and 
there, but basically the two games are the same. 
They play almost identically except for the mishap 
over your interpretation of the A V rule as opposed 
to mine. The second edition Sudden Death Victory 
Conditions do go a long way towards correcting the 
game's major flaw in the Jedko version—that of a 
propensity toward drawn games. 

After two such favorably received games what 
else can American audiences expect from John 
Edwards? 

I've just finished a game called FORTRESS 
EURO PA. it concerns the Allied invasion of the 
German continent in 1944, and it will stretch from 
the .Adriatic Sea to the German coast. !l will be a 
game, in some ways, similar to D-DA Y , in that it 
will be divisional level, but there 1 think, apart from 
the map being close, the similarity will end. T he 
game will have railway lines with two sided counters 
and air power provisions. I hope that it will bean 
improvement over the RUSSIAN CA MPA lGN 11 
will not be absolutely comparable to it, in that the 
maps will be a different scale, but I think it will have 
much the same sort of flavor, 

Anything else planned after that? 

The only other game in the sausage machine at 
the moment is a game on the Battle of the Bulge, 
which will he done in 1978* I've already built up an 
extensive library on the Ardennes Offensive and am 
starling to get into it heavily, Bv the lime I do the 
game 111 probably have the Ardennes Offensive 
coming out of my ears. 

Who are your favorite designers in the hobby? 

Dave Williams, who designed the BA TTLE OF 
MOSCOW, ANZIO, and FLIGHT OF THE 
GOEBEN would be my favorite. And of course 
you've got to mention Jim Dunnigan if only for the 
great numbers he’s produced. A remarkable man. 

What would you estimate to be the number of 
actual wargame participants in Australia? 

I'd say around two thousand. These arc people 
who play games regularly and own more than one 
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SQUAD LEADER REPLAY 

Germans: Arnold Blumberg 
Russians: Dale Wetzelberger 
Commentator: Don Greenwood 



INITIAL SET-1 P—There t* Hitlc ts> fauli in [he opening sci-up Another German squad in J4 at the expense of 
K5 seems the only likely improvement. 


Scenario 1 of SQUAD LEADER is. for quire 
obvious reasons, the one which many of you wifi be 
most familiar with. The rules for this scenario 
provide the basis for everything which foflavvs and 
therefore virtually all SQUAD LEADER enthu¬ 
siasts have played it with more than passing line rest 
while getting their feet wet in this radically new 
game system. Our participants can probably lav 
claim to more games of it than most; hath being 
primary testers of the game during its long 
development at AH. The commentator also 
happens to he the game's developer and has 
doubtless logged more hours over a SQUAD 
LEADER map board in the past two years than 
anyone else desiring to fay claim to that dubious 
distinction His comments follow those of the 
participants in italics, 

GERMAN COMMENTS— 

1 have played 'The Guards Counterattack " 
scenario, as doth the German and Russian player, 
on nine occasions and witnessed others participate 
in it almost as many times. The result was always the 
same; i,e., the Russian steamroller maiming the 
German defense. The pattern is always similar; Fritz 
desperately attempts to hold all the buildings he 
initially controls; Ivan locks arms and rushes across 
the street after intensive prep fire, breaks into 
building F5 eliminating any German units in the 
building in hand-to-hand combat; concentrates 36+ 
firepower factors on building 17 w hite pinning down 
the opposition in buildings M7 and K5. Final result: 
the Russians end the game with about 5G9£ of their 
force unbroken, occupying buildings F5, 17 and K5, 
opposed by two or three unbroken German squads 
in buildings M7 and M9, accompanied by one or 
two squad leaders who have been requested to turn 
in their Iron Grosses as a result of yet another 
German defeat in this scenario. 

A few months prior to SQUAD LEADER'S 
release at ORIGINS 77, a prominent gamer, and 
play tester of SQUAD LEADER. Robert Chiang, 
wrote a detailed analysis of the scenarios. In that 
letter to Don Greenwood, Bob stated that 4 \ . . the 
Germans should win at least 95% of games played in 
Scenario IT I wish he'd show me how r it's done. 

Realizing all that has gone before, my set-up is 
designed to attack, not just to receive fire. Keeping 
in mind the Russian victory conditions, my game 
plan is to trade buildings with Dale- It is my hope 
that w r hile the Russians are storming building F5 
fwhich they usually take easily by turn 2}, I can be 
entering building N4. With the fall of F5, 17 and K5 
became very vulnerable. On the other hand, w ith the 
fall of N4,the Russian building M2 becomes equally 
vulnerable to German occupation and the support 
of the Germans in building K5 becomes easier If the 
above can he accomplished, and I can deny Dale a 
3:1 ratio in unbroken Russian to German squads, I 
will win the game, 

I placed the 9-1 leader and two squads sn hex F6 
in order to keep them out of the field of fire of the 
Guard units in building F3 and to block an end run 
around the west of F5. These units will quit building 
F5 as the Russians enter. 


The forces at H5 and J4 are designed to (I) use 
penetration fire for maximum killing power should 
the Soviets rush F5; and (2) minimize the number of 
squads that must be exposed to Russian Prep Fire. 

A comment on my opponent. Dale is a solid 
gamer who does not become dejected as a result of a 
few bad die rolls. H e knows SQUA D LEA DER and 
its rules, and how lo use them. He will probably 
attempt to pin my units down in building M7 with 
fire from building N4. He may reinforce his N4 
position with the squad from N2 and some from 
M2, while taking most of the M2 units to building 
K2 in order to assault building K5. Meanwhile, his 
Guards wilt most likely prep fire at F5 and then 
advance across the street toward that building 
during the less chancy Advance Phase. 

RUSSIAN COMMENTS— 

SQUAD LEADER is a unique game in that 
Fate plays a large part in the ultimate outcome. 
Granted one should not take great risks, however, 
the tide of battle can swing dramatically in a short 
period, A few r "'snake eyes" at the right time can 
repair almost any situation. Thus, past strategies are 
not very useful. Generally, on the attack one must 
attempt to bring the most firepower to bear against 
the enemy, leaving some units free to move and react 
to any opportunity. I am going to try to blast my 
way into building F5 with concentrated fire from the 
Russian Guards, and from there, see what develops. 


The German set-up is good, however, 1 disagree 
with parts of it. In hexes H5& J4 he has 2 LMG for I 
squad. If I can break the squad, then the LMG will 
be useless, whereas if they were stacked with two or 
more squads, 1 would have to break both to prevent 
use of the LMGs. 

From a tactical standpoint, my initial thrust will 
be at these two hexes. I will then journey out i nto the 
street during the Advance Phase to avoid the -2 
DRM that would be employed if I went out there 
during the movement phase. Just call me a 
conservative Soviet. Other Russian units will be 
deployed to support an advance, depending on my 
Prep Fire results vs. hex L6. 

NEUTRAL COMMENTS— 

Given the limitations imposed by the scenario, 
both set-ups are quite competent , The obvious error 
of stacking an 8-0 leader in the front line where he 
can only be a detriment to his troops has been 
avoided. Both players have correctly grasped the 
principle of keeping such leaders close by for rally 
purposes, hut out of the front lines where their 
breaking would jeopardize the performance of their 
squads , 

What few options this initial scenario allows in 
regards to set-up belong in most part to the 
Germans and no major faux pas are in evidence, F5 
is quite correctly left vacated. Its occupation would 
serve only to expose forces to the massed] ire of the 
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GETTYSBURG 77 ERRATA 


hl j.es CORRECTIONS 

1) p. I Object of Game 
CuJp'& Hill is U40 noi U4 I 

2) p. 7—Combat Qualifications 
Rule 3 is i. . iJ^e 5) not {. . . see 6) 

3) p. 8 Retreat rule 2. 

Change {o read: u Jf the retreating unit is 
adjacent to more Lhan one unfriendly umt. the 
controlling player must try to retreat to a hex 
opposilc to one of the opponents hexes," 

Add "If unable to retreat (nan opposite hex, a 
unit may retreat to any adjacent hex unoccupied 
by enemy units. 

Add rule 3 If a unit forced to retreat it 
completely surrounded by enemy units, it ts 
eliminated instead, 

Change rule 3 to 4. 

4) p, 9 Combat Die Modification Example: 
Change final sentence to read ", or H final 
modification , . " 

5) p, 12—Change facing diagrams for units in 
column so that jlank hexes are front hexes and the 
front and rear hexes are tlank hexes. Do the same 
for column diagram on p. IS, 

A) p. 13—(|4 3) Change “Command Limit" to 
“Control Limit" 

7) p. (7 (24,21 Change "brigade” to “battlehoe 
marker". 

81 p. 17—(26,0, rule 2) change “Experience 
Assault Table" to “Current Experience Chart". 

t>) p, IS— (27,0. rule 4| Change “(27.0)" to 

♦mor. 

Ill p, 22 (0.12) Effect, rule 6. Delete las: 
sentence: "The range of influence 

COUNTERS, CHARTS AND TABLES COR^ 
RECTI QMS 

Counters 

1. The Pcgnim Jackson battery counter should 
be Jenkins. Jackson battery counter. 

2. The reverse side of the Basic Game counters, 
Stuart I. Stuart 2 and Jenkins hasc been 
incorrectly positioned so that Jenkins hacks 
Stuart 1, etc. 

3. The Confederate occupation counter labelled 
D23 must be changed to D24. 

4. Change Anderson's coordination level in 3 

5. Weeds brigade of Ayre's division should have 
a white badge rather than a blue badge. 

Intermediate Confederate Order of Appearance 

6. 4 P.M, reinforcements enter at Cash town, not 
Chamhershurg Pike (both are the same mad) 

7. 2 P.M. entry Hoke changed to Avery. 

Advanced L niort Order of Appearance 

8. AH Advanced Victory Point Penalties are 
awarded to ihe Confederate player 

9. 8;40 A.M. reinforcements change Cooper's 
Bty to Stewart's Bty. 

IU. Optional Entry—rule 3, change O.ft to 0,5. 

11, Wadsworth leader counter enters with Mere- 
dith and Cutler, 

12, Rank's battery enters with McIntosh cavalry 
brigade at 12:20 P M,. July 2 

Imeniu-diatc Game Table (on hack of manual) 

J3, Change all Die Roll modifications from + to- 
and all-to + so that situations favors hie to attacker 
are-and situations favorable to defender are +. 

Ad \a need Game hi hits 

14, Current Experience Chart Procedure, rule 3. 
Experience level is 4 (not 3). 

15, Casualties Table Procedure, rule 3. Change 
casualty points to strength points. 

16, Artillery Fire Table Notes delete sentence 
starting with “Any number . . 

17, Activity Capability Chari add to Infantry, 
Cavalry In HjttJclinc column “unit at rest", 

ARTILLERY QUESTIONS 

I. Do artillery batteries out of ammunition 
posses* a melee strength? 

A. No, 

2, When do batteries move? Which segment' 11 
A, Each buttery may move in any one segment 


that the controlling player desires. The same is true 
for commanders. 

3, Can division artillery fire 3 hexes from a 
different brigade belonging to the same corps? 

A. No. It must Ore with its division. 

4, Can batteries move independently of a 
commander’s influence? 

A. Yes. 

5, Explain the artillery field of fire diagram on p. 
15, rule 20.0 vis a vis 360° and restricted field ol 
fire, 

A. One ba t tc ry may fi re 3 hCT 3 .1 f the re is m ore t ha n 
one battery in the hex. all must fire within the 
restricted field offtre up to their maximum range. 

6, May an artillery battery change its facing in 
(he movement phase white in the same hex without 
moving? 

A, Yes—and it can fire in the same turn, 

7, Why would you want to count how liters and 
napoleons as rifled cannon as per rule 24.04? 

A, This occurs only in converting artillery 
strength to combat strength. It allows all cannon 
to he counted, 

S. May an artillery battery move by “advance 
movement”? 

A* No. 

9, May a limbered battery "expone a flank" 
during its movement? 

A, No. 

10. A battery cannot fire if It is more than 3 hexes 
from its brigade or division. Does it still have a 
range of influence? 

A. Yes, 

IT. What can artillery units or units in column 
which start in enemy range of influence do? 

A. They either stay where they are or change to 
ha! tie line and retreat or advance to attack. 

12, Can an artillery battery that Finds itself in an 
infantry zone of influence continue to move 1 

A. Yes, It must either retreat or unlimber, 

13, How are cannon captured? 

A, If an enemy brigade advances into a battery’s 
hex after an involuntary retreat. 

13a. Can a unit in column capture a limbered 
artillery battery? 

A, No. 

14, Can artillery capiure artillery? 

A, No. 

15, May batteries move in enemy batteries’ range 
of influence? 

A. Yes, 

15a. Jf so, may they change facing there? 

A. Yes. 

15b. May they face so as to expose a (lank to fire? 
A. Yes. 

16, Under 20.1 (field of fire) should section 2 be 
interpreted to mean that if more than one battery' 
occupies a hex, the range of artillery in that hex is 
limited lo 5 hexes no matter what the individual 
gun's range may be? 

A. No, the restriction is (he area enclosed by (he 
heavy lines. Range is not affected by restricted 
field of fire, 

17, Does a bauery exert a range of influence as 
soon a.s i( unlimbers, even though it cannot fire till 
its next turn? 

A, Yes. 

18, Can a batter} unhmbcr and fire in the same 
turn if it doesn't move? 

A* Yes. 

19, By the Activity Com Chart, artillery may noi 
move min the range of influence of enemy 
artillery, but in the rules manual only cavalry and 
infantry range of influence is mentioned. 

A- Only cavalry and infantry range of influence 
affcci artillery movement 

20, If artillery uses heavy fire, one uses 2 ammo 
factors, but what does one gain for this? 

A. I f a hea vy fi re battery fires at an enemy 3 hexe& 
away, the range is reduced to I hex for fire 
resolution. 

It. A limbered battery moves adjacent to an 
unlimbered battery. What happens 1 
A, The limbered battery must stop and (he 
un limbered battery gets to make a flank I'irc 
immediately 

22, Is Calef Tidball battery limbered at the Stan 
of the Advanced game' ;i 

A. Yes. 

23, Can batteries from different artillery haialli- 


ons stack together? 

A, Yes. 

24, Arc strengths in artillery flank fire tripled? 

A. Yes. 

25+ May heavy fire be used when artillery is used 
in combat fire? 

A. No. 

26. Docs artillery expend ammunition when it is 
used for combat fire? 

A. No. 

27. W ha t ha pps nj if an assail It o n a f u ne ba Uery is 
successful, but the attacker cannot advance due to 
being adjacent to other enemy markers? 

A. The attacker cannot advance and hence cannot 
capture the battery. 

ADVANCE it RETREAT QUESTIONS 

1+ Clarification. On the first turn of advance 
movement, a brigade must move its allotted 
activity level. Thereafter, it must utilize A a.p If a 
brigade is partially adjacent to an enemy unit, n 
can continue lo move unadjacent markers up to 
the enemy line. 

2. Jf a unit has to make an involuntary retreat, 
but in doing so, it must expose its flanks to Hank 
fire, does it still retreat? (23,4. 30.2) 

A, Yes. 

3. Should not batteries also be exempted from 
advance and retreat? 

A, Batteries can noi advance Butteries cunnoi 
involuntarily retreat. Batteries can only voluntari¬ 
ly retreat. 

4. Do units that withdraw while named to attack 
suffer the 5 d,p, loss? 

A. Yes. 

5. Clarification. If there is no hex to which a 
marker can involuntarily retreat within the 
concentration limits, it must coniinue until such a 
hex is reached. Each additional hex costs JQd.p.. 

6. Are all aisaifit* conducted before any ad' 
vancei after combat? 

A, No, a unit can advance before assault if the 
defending unit made a voluntary retreat. 

7. A unit takes a voluntary retreat and is not 
under ihe primary control and (hen rolls a die on 
the Activity Cost Chan with not enough points to 
make retreat? How is this (realed? 

A. Retreat can always be made. If in the next turn 
a unit dots noi have enough a p., it does not move, 
but it can remove the a.p, expended from the 
retreat. It can retreat again, 

8. If there are over 8 s.p, in a hex can it 
voluntarily retreat? 

A. Yes. 

9. What happens if a unit in a forced retreal 
cannot continue its retreat because of the enemy in 
its rc$r? 

A. It is eliminated from play. 

10. Is rule 31.05 applied onJy when the advancing 
brigade advances adjacent to a retreating brigade? 
A. No, only when the advancing marker is to 
enter a hex occupied by a retreating marker 

11. Can a defending umt which made a voluntary 
retreat in the previous player turn, make a 
defender's assault against attacking units which 
advanced adjacent to them m the previous piaycr 
turn,? 

A, No. Il must cither remain where it is or it must 
continue its retreat, 

12. Does an attacking unit during "defender's 
return fire" have the option “to advance into the 
flank". i,e.. does the attacking player have the 
same options as the defending player when il is noi 
the attacking plaver's turn 1 

A, Yes, 

13. Does a umt which has begun to retreat 
actually have to make a retreat move every turn, or 
do you have a choice of either "standing pat" with 
the unii or retreating it? 

A. In voluntary retreat, a unit may “siand pat" A 
unit must retreat each turn if it is in involunatry 
retreat. 

14. After what phase nosy a unit advance? Alter 
fire combat — assauit or both? 

A, After (Ire combat if enemy makes a voluntary 
retreat, or assault if enemy makes an involuntary 
retreat. 

15. Must a unit which is defined as "attacking" 
move adjacent to an enemy unit that turn? 

A, No, 

IS#. Or can that unit advance (using its 6 a.p.'s) 
without moving adjacent to an enemy unit that 


turn? 

A. Yes, as long as it is within 3 hexes of an enemy 
umt 123.011) 

16. Can a unit defined as “attacking" (must 
expend 6 a,p.N) move just one hex and stop upon 
moving adjacent to an enemy unit 

A. Yes—22.08 stales “as soon as a battlcline 
advances adjacent to an enemy battery or brigade, 
its move is over for the turn". 

17. May a defending unit which has separated 
usdf from its brigade to advance into an enemy 
Hank as per 24.430, still advance if it was initially 
adjacent lo an enemy unit, or must such a unit not 
have been adjacent to any enemy unit! to take the 
“advance into the flank?" 

A, The only restriction t* chat it is not being fired 
upon during “fire rombai" 

18. If a marker or markers arc forced lo violate 
the concentration restrictions during, say, an in- 
voluntary retreat, what happens to them? 

A. It must continue to retreat until clear of the 
concentration restrictions. It receives a ]0 pt. 
disorganization penalty for each hex ufadditional 
retreat. 

19. Does “retreat after combat" and "advance 
after combat" movement have the same restric¬ 
tions ax retreat and advance movement during the 
regular movement phase? 

A. Yes. 

20. Can a unit retreat even though it exposes its 
flank lo enemy range of influence? 

A. Yes—a flank ean be exposed by a brigade in 
advance or ret rea l- 

It, May an infantry unit in column that finds 
itself in an enemy zone of influence move? 

A, Yes, 

21a, Mtut it change into bat Ik lure formation? 

A. Yes, 

11b, Can it remain in column and retreat out of 
the range of influence'' 

A, No. It must form into baUleUnt, It changes the 
strength of each marker when converting from 
column to battleline. 

22. Must a unit in the range of influence of an 
artillery battery, but not Infantry or cavalry be 
named to attack in order to advance 1 ’ 

A- Yes This will be changed in a later edition of 
the rules For now, reduce range of influence of 
artillery to 3 hexes hut award one disorganization 
point to a brigade per cannon for any enemy 
movement within its original range of influence 

23. May a murker containing more than H s.p. 
ever advance as a result of u successful assault or 
perform a retreat? 

A. A marker cannot assault if at a strength greater 
than 8 s.p . Il can retreat 

24. Rule 23.4 states that a unit may never be 
moved in such a way that it would expose its flunk 
to fire. Does this mean that a unit whose flank is 
already exposed to fire that wishes to retreat 
cannot move if during the retreat its flank will 
continue to he exposed to fire^ 

A. No. Units may either voluntarily or involun¬ 
tarily retreat through flank field or fire. 

25. May an attacking unit which begins its 
movement phase adjacent to an enemy unit 
advance at all? 

A, Only after a successful assault or if (he 
defender makes a voluntary retreat, 

26. Does a unit in voluntary retreat automatically 
receive 5 d.p,7 

A. Yes, 

27. Can a unit voluntarily retreat at any move¬ 
ment rate? 

A, Ye*. It docs not have to continue its retreat and 
can stop any time though it cannot perform any 
other type of movement or attack. A unit in 
voluntary retreat can automatically use up to 6 
a.p. 

28. Can advance be less than ft a.p if it resufls in 
combat? 

A. Yes. 

29. Do the pena I (ies of rule 21.7 aec rue at t he sta n 
of a turn or at the end? 

A, Immediately at the end of each retreat, 

ACTIVITY, STRENGTH AND DISORGANI¬ 
ZATION POINT QUESTIONS 

l. Clarification , If more Than I] s.p. fire at a 
brigade marker containing less than 8 i p., break 
down sirength into largest increments on Break¬ 
down Charts, e.g., 20 s.p breaks down to U s.p. 
and 9 s.p., 15 s.p breaks down to 1 ( %,p, and 4s.p. 
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2. tsi the Breakdown Chan used far artillery lire’.' 
A, Ves T it * used for all lire 

3. Can a bank line marker choose to fire at less 
than its actual strength? 

A, Yes. 

4. (21.(7) Must a retreating brigade use 8 a.p, in 
ns movement phase to retreat if out of enemy 
range of influence'’ 

A. No Once nut of enemy range of influence, it no 
longer has to. retreat. 

5. .After using the Breakdown chart, can the 
phasing player state which s.p, are firing so as to 
allow use of doubling and or best experience 
level? 

A. Yes. 

b. Are disorganization levels determined irtime- 
diately as disorganization pomis are received? 

A, Yes. 

7. Under section 7.0 {strength distribution) u 
slates that 6 a.p. is the minimum a non-flank 
cavalry can he formed al Does this mean that so 
long as the non-flank markers are all ihe same 
strength, they can be T* or ETs or is 6 s.p. the 
minimum and maximum for cavalry? 

A, Six s p. is minimum strength only. 

H- (26.0 lb) If a marker of more than 8 a.p. suffers 
casualties m combat Tire and is then assaulted, are 
the casualties removed from the Tiring portion? 
A. Yes. 


COMMAND QUESTIONS 

t. When do reinforcements lose their exemption 
from the command control rules'? The turn they 
change formation use lower number of activity 
points, or the turn after this happens. 

A. The turn i hey attempt to change 

2. What good is an army commander if he can 
only use his leadership rating? 

A. An army commander cannot aciivcly partici¬ 
pate in the control or coordination of troops. He 
has some function if utilizing rule 0.2. 

3. f 15,0) Cun any given commander influence 
any given brigade’ 

A. Only those brigades under his authority. 

4. Can the distance from a commander to a 
brigade be i raced through hexes adjacent io enemy 


units? 

A. No—unless they also, run through a friendly 
unit. 

5. Must commanders pav terrain costs? 

A, No. 

6. Does a commander have to be with troops 
under his authority to add to an assault, i.e.. Can 
Reynolds help XI Corps units? 

A. Yes. A commander can use his leadership 
rating with any brigade 

7. Can commanders influence more than one 
assault. 

A. Yes 

S. Why do commanders not aid in rallying 
disorganized troops as m the Intermediate game? 
A. The idea in the Advanced Game is that once 
troops start retreating, it is difficult to reverse the 
momentum unless given a period of peace 

¥. R ule 22,5 implies that a brigade not under the 
primary commander or a reinforcement subtracts 
3 from the die roll when rolling for Activity points' 5 
A. Yes, if the brigade is attacking on its own. 

Lb. Whut if a brigade commander is incapachated 
and replaced and the replacement is also incapaci¬ 
tated? 

A, A replacement brigade commander never 
changes in rating no matter bow often one is 
incapacitated. 

1L. Why are all brigade commanders rated at the 
same leadership level? 

A. Within the scope of the game, their personal 
influence is built into the morale, experience of the 
brigade, 

12. Do brigades that arc in involuntary retreat 
count against a commander’s control orcoordina¬ 
tion limit {14.3, 2J.5, 21.6)? 

A. No. 


BASIC GAME AND INTERMEDIATE GAME 

L. On the Basic Game CRT. can a unit attack 
when the strength difference is 13 or greater'.' 

A. Yes. use the 3 1-12 column. 

2. In the Intermediate Game, what happens if 
two adjacent units are adjacent after combat? 

A, The defending player in his turn must move his 
shattered unit away from the enemy umt(s). 


FORMATION QUESTIONS 

L. Cforjficmivn—W hen the term "marker" is 
used in the rules, it refers to infantry or cavalry 
bai tie Line and column markers, 

2. May a brigade add more than one marker a 
turn to add to its battle!ine? 

A. Yes. 

3. May a ha ule line marker fire into more than 
one hex? 

A. Yes. but only if it is on defense. An atmeking 
marker can only fire at one hex- 

4. U there a cost for reducing the number of 
baulcline markers of a brigade in a turn'’ 

A. No. cxccpi the movement cost accrued by 
moving the flunk marker into the new flank. 

MISCELLANEOUS 

I. If a brigade which was named to aiiack at the 
beginning of its movement phase loses its attack 
status, as a result of being more than 3 hexes away 
from an enemy brigade or battery can it be named 
to attack again at the beginning of its next 
movement phase” 

A. Yes, 

2. Does infantry in column use the same column 
as "Infantry" and "Cavalry in Column" on the 
Activity Capability Chart? 

A, Yes, H Infantry" means infantry 1 in any forma¬ 
tion. 

3. Can a brigade in battle line formation change 
its type of battle line markers a( any time? 

A. Only during its normal movement phase or 
during advance and retreat movement. 

4. Under section 6.2 (formation continuity) it 
states thai a brigade in column "must be 
positioned so that the head of one marker points to 
the rear of another. When a brigade is using road 
movement, do the above conditions apply to just 
the lend and rear marker* or the entire brigade? 
A. When moving in column on or off a road, the 
head of a marker need only point io the hex 
occupied by the marker in front ofit. The column 
does not have to be a straight line. 

5. What happens if a brigade at rest is fired upon 
or assaulted 

A. If fired upon, there is no defensive fire. The 
attacker automatically gains flank fire. In assault, 


the brigade defends at a strength of J. it can 
automatically be formed into battle line in reircat. 
but it receives 10 dp. in doing so, 

fe, Can a unit in column change to rest and then 
change to column formation facing in a new 
direction (about face)? 

A. Yes. This can be done without the intermediate 
step of moving to rest. See Ih 4l 

7. During night turns, is the three hex range 
affected by friendlv units or terrain? 

A. No 

S, Can a unit entrench at night within 3 hexes'.’ 
A. Yes, 

9. Can enemy brigades already adjacent at (he 
start of night remain adjacent during night’’ 

A. Yes. 

10. Docs an assaulting brigade have to combat 
fire to be able to assault? 

A, No, 

M. Dora a brigade in column have a range of 
influence? 

A, No. 

12. W'hat is the maximum number of strength 
points that can occupy one hex? 

A. There is no limit. 

13, Cun two bait lei me markers occupy ihe same 
hex with a combined strength greater than 8 s.p.? 
A, Yes. but only B s.p. can fire, 

14. Can a flank marker contain more than 5 s.p.',’ 
A, Yes, 

15, On page S, there is a diagram showing the fire 
distribution of a battleline marker. How is this 
distribution affected if the marker is less than H 

IP- 

A. The strength of the marker does not apply. The 
fire distribution diagrams indicate the maximum 
amount of fire that can be directed into each hex 
by that type of formation murker. A unit can direct 
less fire into the hex 

16. How docs flank fire affect assault? 

A, It has no effect. 

17, Whuii is t he rangc of influenee of an infant ry or 
cavalry brigade in hat Udine? 

A, It depends on the type of Formation. A 
diagram of the range of influence for each type is 
shown on puge 15- 


FACTORY 

OUTLET 

Whenever in the Baltimore area feci free to 
drop in at our Factory Outlet store located in our 
design offices at 900 St. Paul and 20 E. Read St, 
This store is the world’s only retail outlet featuring 
a complete selection of Avalon Hill games, parts, 
magazines and accessories. Pay by cash or check 
or bring your credit card, and if visiting on 
Saturdays feel free to stay and attend a gaming 
session with Interest Group Baltimore and get 
involved w ith whatever playtesting happens to be 
going dow n. Or just drop by and play or talk the 
games of your choice on Saturday with any of the 
locals and enjoy the competition. 

Hours: AH Factory Outlet Tuesday thru 
Saturday: 9 A M. to 5 P.M. 

IGB Play testing—Saturday; 10 AM 
to 5 P.M. 


We will now accept game orders by phone 
from those individuals with currently valid 
MAS F ERCH A RG E, BA N K A M E RICA R D 
(VISA), or A M E RI CAN EX P R ESS cred it cards. 
The number to call is 301-254-5300, Ask for Clo 
Newton or ext, 34 and slate that you wish to place 
an order for a game. You must give the order taker 
the number, expiration date, and name of your 
credit card along with your order and shipping 
address. Phone orders are available every Mon¬ 
day Friday from 8:30 A M to 5 PM Absolutely no 
collect phone calls can he accepted. 


Solution to Contest Number St 

During movement* the new airborne unit from Britain drops into G-8, the new HQ unit moves to 
Antwerp to provide next turn’s supplies (so new units may be landed). SHAEF HQ moves to G 11, and the 
8th Armored and 9th Armored, unapplied and able to move only one hex. move anywhere they can get to. 
The rest of the units move and attack as indicated below: 


Attacking 

From 

Defending 


Die 

Attacker's Final 

Defender's Final 

Unit 

Hex 

Unit(s) 

Odds 

Roll 

Position 

Position 

82 air 

Ci [ [ 

[SS 

1-5 

3 

anvwhere 

GIG 

JQ arm. 

J8 

21 p?.r, 9SS 

f-2 

l 

jr 

no 

new inf. 

112 

J1 pzr 

1-2 

1 

D9 

no 

44 inf. 

JIJ 

3SS 

1-2* 

2 

elfm 

dim 

M arm 

K.11 

51SS 

1-1* 

1 

JI0 

dim 

78 inf. 

D9 

331 inf. _ 

M 

1 

D9 

dim 

new inf. 

FIO 

708 inf. 

1-1 

1 

E9 

elim 

new arm. 

F10 

48,148,347 

J-2*(s) 

1 

F9 

dim 

new ini 

HI l 

3 para 

1-2(5) 

1 

H10 

elim 

new f air. 

G8 

2SS 

1-2* 

2 

dim 

elim 


(note: ^indicates attack is helped by TAC air point) 

TAG Missions: 

Mission Defender 

ATT 3SS 

ATT 5ISS 

ATT 48J48.347 inf, 

DEF SHAEF 

DEE new inf, on HS0 

DEF new f inf. on III 

The German units left on I IQ and G 10 must counterattack and cannot get better ihan 2-1 odds (which 
means German elimination, since the Allies can choose a die roll of “6”). Notice that even if the German units 
were supplied—which they are not—only the 2nd SS could get a 3-1 (by moving to FI0 and attacking 
SHAEF), and the Allies could choose an “exchange" result and eliminate the German. 

With all of the German units doomed, the Allied player wins by clearing the board of German units 
before the end of the game! 

Alternate solutions are possible (and. if correct, will he accepted). 
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WE WANT YOU . . . 

to write for the GENERAL If you can string 
words together into an interesting article 
format on any Avalon Hill wargams, there's a 
good chance you're just the person we're 
looking for. You can supplement our literary 
staff with articles of strategy, game analyses, 
Series Replays, commentaries, new scenarios, 
or variants, 

AH articles should be type-written, double¬ 
spaced and accompanied by a self-addressed 
envelope bearing first class postage Other¬ 
wise, rejected articles will not be returned, 
Articles should be supplemented with illustra¬ 
tions and/or charts whenever possible. 

Commencing with the January, 1977 issue 
the GENERAL will pay $5 per running 10"' 
column of edited text. Letters to the Editor are 
not subject to remuneration. Alternatively, 
authors may elect to take their remuneration in 
the form of Avalon Hill products, paid at the 
rate of 150% of the cash remuneration. Note 
that illustrations and decorative type faces are 
not subject to remuneration except by prior 
agreement with the editor. It is generally 
expected that articles will be accompanied by 
sufficient illustrations as a requirement for 
acceptance. 

At the end of each calendar year an 
EDITOR S CHOICE article will be selected. The 
author of th is article wi 11 receive a S100 bonus 
and a lifetime subscription to the GENERAL , 



COMPARTMENT TRAYS 

At last! The long suffered problem of unit 
counter storage for Avalon Hill games is 
solved The Avalon Hill compartment tray fits 
snugly into the bottom of the bookcase style 
box. A clean plastic cover fits over the mold to 
prevent counter leakage Each tray has sixteen 
1 W x 2Yg" compartments W deep which will 
accommodate up to 400 unit counters and 4 
dice, 

The tray is aiso usable in the flat box 
games. By cutting off with a pair of ordinary 
scissors three of the four side panels of two 
trays another perfect fit is arranged for the flat 
box games—this time with 32 compartments 
and 5 dice depressions 

These trays are available by mail order only 
direct from Avalon Hill. They will not be 
included in new game releases in either the 
retail or maii order line The trays areavailable 
only m sets of 3 and sell for S3 25 per set pius 
75C postage charges Postage coupons cannot 
be utilized to order compartment trays Mary¬ 
land residents please add 5% state sales tax 


FOREIGN 

READERS 

Due to contractual obligations with our 
exclusive distributors we cannot accept mail 
orders for games from Australia, Britain, Ger¬ 
many, Greece, Italy or Japan. Such orders must be 
placed with our exclusive distributors whose 
addresses youll find listed on Page 2 of this 
magazine. Orders for parts and airmail subscrip¬ 
tions to the GENERAL^ not subject to this ban, 
APO and FPO addresses of LLS, servicemen 
likewise are not subject to this ban. We also urge 
you to get in touch with the distributor for your 
country in regards to placing your GENERAL 
subscription through him which in most cases will 
result in considerable savings for you. _ 


MAGNETIC GAMES 

Now you can convert your favorite game for 
vertical display or secure in-play storage with 
magnetic tape, unmounted boards and just an 
hour of your time. All you'll need is a metal surface 
and an unmounted gameboard. We supply the 
i magnetic stri ps w ith self sticking ad hesive already 
applied. You just cut the W* x l r strips into half 
1 inch squares and apply them to the unit counters 
which came with your game. The result is a 
thick counter which will stack six high even when 
the mapboard is mounted in a vertical position for 
display purposes. Never worry about that pbm 
move being jostled again between turns. 

Naturally this magnetic treatment will be less 
valuable for counters with two-sided printing, but 
that still leaves them with a multitude of uses, 
NOTE: it will be necessary to be sure that the top 
portion of all unit counters are uniformly applied 
to the top half of the magnetic strips. Otherwise, 
the polarity may be reversed and the counters will 
actually repel each other rather than attract. 
Therefore, it is wise to mark the back of the 
magnetic strips uniformly across the top so as to 
be sure to apply the top half of the counter to the 
top half of the magnetic strip. 

Magnetic strips areavailable from Avalon Hill 
for 90c a foot or $7.50 for ten feet. Unmounted 
map boards arc available upon request for $6.00 
apiece. Usual postage charges apply, as does the 
5% state sales tax for Maryland residents. 



PANZERBLITZ BOOKLETS 

After hundreds of requests for it, we've 
finally published the best of the GENERAL'S 
many arlicles on PANZERBLITZ —conventional 
wargaming s all time best seller. Entitled 
'Wargamers Guide to PANZERBUTZ T it 
initiates and may very well end the “Best of the 
GENERAL series as no other game has been 
the target of a comparable volume of literary 
attention 

The 36 pp manual resembles very much an 
issue of the GENERAL except that it is devoted 
100% to PANZERBLITZ. The articles are taken 
almost exclusively from back issues, dating as 
far back as 1 971 In addition, two never before 
published articles appear, Robert Harmon's 
'"Commanders Notebook' which analyzes the 
original 12 scenarios, plus Phil Kosnett s 
'Chopperblitz''—a hypothetical variant utiliz¬ 
ing helicopters with six new scenarios 

Reprints include Larry McAneny s The 
Pieces of Panzerblitzvoted the best article 
ever to appear in the GENERAL , Beyond 
Situation 1 3'—twelve additional scenarios by 
Robert Harmon, "Parablitz 1 *; Panzernacht ', 
Blind Panzerblitz" , Situation 13 , Champi 
onsbip Situations", "Panzerblitz Conceal 
ment' . and Incremental Panzerblitz " Top 
pjng it all off is a complete listing of all errata 
on the game published to date where the 
Opponents Wanted Page once ruled supreme. 

The Wargamer's Guide to PANZERBLITZ 
sells for S3.00 plus 5QC postage and handling 
charges from the Avalon Hill Game Company, 
4517 Harford Rd , Baltimore. MD 21214. 
Maryland residents add 5% state sales tax 


PBM EQUIPMENT 


Tired of playing solitaire or humiliating 
the same opponent day after day? You may 
be good in your game room but what can 
you do against a good player from another 
part of the country? There's only one way 
to find out - play them by mail! PBIVf is an 
easy to learn and convenient-to use system of 
playing fellow gamers across the nation, A 
special CRT and combat resolution system 
makes it impossible to cheat' PBM is an 
entirely different experience from face to 
face play, It has made better gamers of 
many who have tried it, and all those who 
have mastered it, PBM is the only way to 
participate in the many national tourna 
ments held regularly for Avalon Hill games. 


Each kit sells for $6.90 postpaid and 
Includes enough materials (4 pads) to play 
virtually dozens of games, incIuding adden- 
dgm sheets which list grid-coordinates for 
those games not already possessing them. 
Half krts consisting of two pads and all the 
pertinent instructions sell for $3.50 post¬ 
paid. 

Kits are available for the following 
games: 

*AFRIKA KORPS 
‘AN2IO 
‘BLITZKRIEG 
♦BULGE 
# D-DAY 

♦GETTYSBURG "64 


‘KRIEGSPIEL 

♦LUFTWAFFE 

♦PANZERBLITZ 

•STALINGRAD 

‘RUSS CAMPAIGN 

♦WATERLOO 
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READER BUYER'S GUIDE 


TITLE SUBMARINE SI2.00 

IVW(] Multi-Vessel Naval Game 


INSTRUCTIGNS: Rare all categonre by placing a « 
nim-ilwr ranging from 1 through 9 in the 3p- | 

prapnate spaces to the right (1 equaling excel- | 

lent: Saverage: and 9-terribleK EXCEPTION \ 
Rate item No 10 In terms of minutes necessary 
la play game as recorded in 10-minute more 
' mants. EXAMPLE. It you've found that it takes * 

two and a hall hours to play FRANCE 1940, you * 

would give it a GAME LENGTH rating of "15." J 

Participata in these reviews only il you are ] 

j larniliar with the game in question 

| I, Physical Quality — j 

| 2. WaptsoaFit — j 

| 3 Components —- j 

| 4 , Ease of Understanding — | 

j 5 Completeness of Rules -— | 

J 8. Play Balance -— j 

1 7. Realism -— j 

8. Eicitement Level — j 

! 9. Overall Value — j 

■ 10, Game Length — 

! The review sheet may be cut Out, photocopied, 

! or merely drawn on a separata sheet of paper. 

! Wail it to our 4517 Harford Road address with 
[ your contest entry or opponents wanted ad Mark 
| such correspondence to the attention of the ft & ! 

! D Department. ! 

ii 

I Game Ed be reviewed neit - j! 



Opponent Wanted 25c 

I. Want-ads will be accepted only when printed on ibis form or a facsimile and must be accompanied by u 
2?-t token lee Nn refunds* 

2 For Sale. Trade, nr Wanted (n Huy ads wifi be accepted only when dealing with poE lector's item* (game; 
mi longer available (rum AH} and arc accompanied hj a SUM] token fee. 

1 I iisiri copy on lines, pro^ ided 1 25 word maximum) and prim name, address and plume uumhei pit [lie 
appropriate lines, 

4. PKIN I il illegible your ud will not be printed, 

J Sn ihm many ads can be primed as possible within nur limited space we request ibat you use official 
siate abbreviations as wed as the game abbreviation* listed below 

Arab Israeli Wars z AfW. Afrika Knrps = A K. Alexander : Ales: An/m = A nr, Assault on Crete z AOC: 
Bailie l.iI i he Bulge ' EiB; Blitzkrieg ■ H I Liz; Caesar's Legions- CL. Caesar - CAT, ChanccliorsviHe r Chan: 
D-Day -- [H3: Diplomacy ; Dip: France 3941} = Pr4Q; Face to Face z FTP: Gettysburg = Get’64 or'77: 
Jutland 1 -Im; Kingmaker = KM: knegspiel : Kraey: l uftwaffe - L\V, Midway = Mid; Napoleon = Nap: 
Origins of W\V ]| = Grig: Piin/erhlil/ HP: ELmrer I eadcr = Pl.t Piny by Mail = PBM; Ric hi ho fen’s War' 
RW': j?7h: Squad Uader - %L, Stadngmd = 'Grad. Starship Troopers = S.K I, Tactics II - Tac; The 
Russian Campaign - IRC. I bird Reich - JR: Tobruk - Tub; L'-Huai ' UB: Victory in the Pacific - V|JP: 
War at Sea - W AS; W'aierloo - Wat; Wooden Ships & Iron Men - WHIM, 


♦ 

* 

♦ 

♦ 


NAME_ 

ADDRESS 

CITY_ 


PHONE 


STATE._„ZIP_ * 


CONTEST NUMBER 83 



It is the Confederate turn in an Introductory Gettysburg game. All of 
the rules except the optional* are in use. As the Confederate player, you 
are to move your units and set up your attacks so as to guarantee the 
elimination of every Union unit In the diagram by the end of your next 
turn. This assumes that you roll the worst attack rolls possible and that the 
Union player rolls the best results in his turn. There are no units in play 
other than those illustrated in the diagram. 

Fill in the chart below indicating the moves, attacks, order of attacks, 
units lost in exchange and advances and/or retreats, if any, for your units 
for this turn. At the end of your turn, you should be in a position such that 
no matter what the Union player does in his turn you will eliminate all 
surviving units in your next turn. 

Hex Order of Advance 

Unit Entered Defending Unit(s) Attack Retreat Exchange 

1, 

2 . 

3, 

4. 

5* 

6. 

7. 

8, 

9. 

10 , 
n. 

T27 

13. 

Use hex I D. given in diagram, 

fen winning entries will receive certificates redeemable tor free AH 
merchandise. To be valid an entry must be received prior to the mailing of 
the next GENERA I- and include a numerical rating for the issue as a whole 
as well as list the best 3 articles, The solution will be announced in the next 
issue and the winners in the following issue, 

ISSU t : AM A SVHtJI 3.i K;ik' Iriuri I !if I U. with I equating evcc-lk-m. Id- lerrihle) 


H«1 3 Alic>»l 
1. 


1 

3 


NAME.___ - . - r 

ADDRESS._ 

PITY ___ STATE._ ?IF 
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Russian Guards. Providing the Guards with any 
more targets within their normal range than 
necessary is about as sure a war as there is to lose 
building F5, its occupants, and the scenario. 
Unfortunately, they are in no position to return fire 
from F6 but it is a problem w ith no real solution. 
Leaving F6 vacant would mean that only the squad 
in 34 can prevent a flanking move to the west of the 
building and such importance should certainly draw 
ail the ft re the Russian can muster. 

The only real point of contention seems to be in 
the double allot mem of LMGs to a single squad at 
HS and J4. Dale*s argument does hold water, yet the 
MGs at 34 are necessary to cover the street. J4 is 
subject to only a 23% chance of breaking in an 
attack from 32 and 15% from G3 , G4 could yield a 
34% chanc e hut that would rule out a norma) range 
attack on H5 . Under the circumstances, and 
considering the importance of the position another 
squad should probably man 34, 

H5 is quire another matter. Cat. Rerki and his 
accompaniment in G4 can lay a 56% chance of a 
break on H5, and if that fails, the rest of the Guards 
in E4 can chime in with another 15%. 

Exposing more troops to the fire of Berki just 
won't pay off in the long run, and the LMGs are of 
no real use in F6 , // the Russians don V cross the 
street during the first Movement Phase, the German 
will be able to reinforce H5 during his Movement 
Phase. Troops in H5 are between the proverbial 
rock and the hard place and any disposition there is 
a gamble which can only be justified by the fall of the 
dice. Adding a second squad to H5 is not a bad 
move, nor necessarily a good one , 

One last comment on play balance is in order 
before we begin, Arnold is a bit over-pessimistic 
about the German's chances. During the initial 
development of the game, the Germans won 11 of 12 
scenarios 1 was involved in. Naturally, the game 
rules evolved somewhat differently as we advanced 
to the later scenarios and this may have had an effect 
on play balance. The Chiang play test report t 
coming as it did at the end of the project and coupled 
with my own earlier experiences, convinced me to 
add one squad to the Russian OB to "give them a 
chance", Post publication reports have indeed 
favored the Russians, but I find it hard to believe 
that the German's cause is as forlorn as Arnold 
would have us believe. 


RUSSIAN TURN 

PREP EIRE PHASE 
FIRING 

JJ Berki, 13, 14, 15 

2 ) 19 , 20 , 2 ! 

3) Dubovkh, 9, M MG 

4) 10. II. 12 

5) I. 2, 3,4 


TARGET Dk DRM/1FT 

H5 12 *1 16 

H5 7 +3/8 

J4 ft +2/ # 

J 4 ft + 3,/8 

16 2 +3 16 


HESlIF 


M:2 

3:5,8 


My failure to achieve any damage in the western 
buildings bodes ill for the Soviets, 1 could eventually 
win a firefight by holding my ground, hut time is my 
main enemy. 1 have only five turns to achieve the 
victory conditions. Therefore. I will move mv 
remaining forces into positions from which they can 
advance into the street during the Advance Phase, 

DEFENSIVE FIRE PHASE 


FIRING TARGET DM HR M/1 FT RESULT 


I) Kelso. 1,2 

D4 

8 

+1/8 

— 

2\X IMG x2 

G4 

7 

+3/8 

_ 

3} 7. LMG x 2 

G4 

10 

+3/8 

_ 

4] 8, 9 

M4 

8 

*2- 8 

_ 

5) Wetzel, 4. 5. 6 LMG*3 

M5 

10 

+1 Eft 


65 Hie ken. 13, HMG 

1) Hamblen, 11,12, E MG. 

N5 

4 

+2,8 

] 10, 2 

MMG 

M5 

7 

+3/12 



The German defensive fire may have done him 
more harm lhan me. By creating a Berserk unit in 
NS, he has caused a distraction w hich may allow me 
to sneak into building K4 while the Berserker draws 


the lion’s share of the fire. If the Berserker is lost, 
however, 1 may be in for trouble in building N4 as 
FU be short a unit where he can concentrate the 
majority of his firepower, 

advancing fire phase 

FIRING TARGET HR DR M/1 FT RESULT 

1)6, 7,8 K5 6 43, 6 

l) 16. 17. IS F6 4 +3 4 

German squad ID routs to L7; Russian squad l 
routs to its leader at N4. The Russian then shows his 
skill in the low crawl by advancing all his Guards 
into the street in an assault on building F5, plus 
three more squads which advance into L3 in an 
attempt to take advantage of the Berserker's charge. 

NEUTRAL COMMENT— 

This is as unlethal a first turn of "The Guards 
Counterattack" as I’ve ever seen, but it is sure to lead 
to some nasty consequences soon . The only serious 
fault 1 can find with either player's attacks is the 
German's use of 3 LMGs in his first attack on M5, 
The third gun added nothing to the attack and 
risked an unnecessary breakdown by firing. It 
should have held its fire or taken a pot shot at J2. 

The Russian's overall move is something else 
again, and is certainly bolder than / would attempt. 
Granted, the Russian is under time pressures, but 
given his total failure to harm the German defenses, 
I would have waited to see what a Russian Defensive 
Fire phase and another Prep Fire phase would do 
before venturing into the street. it stands now. 
the German in his Prep Fire Phase has break or 
worse percentages of: 47% on the stack in E5, 
on H4, 18% and 55% on G5. and 18% on F4. Given 
average luck, the Russian should have 4 of his 
Guards broken. A few low dice roils could make it 
much w orse ami t ripple the Russian's chances. The 
wait and see approach becomes even more palatable 
with the wise maximum advance into H3 . This 
brings 34 into normal range of the Russian Guards 


and also doubles the potential firepower on H5. 
Waiting one more turn seems the more sensible 
approach to me. 

To the east, l would have prep fired the M2 stack 
on K5 rather than moving to M4. The subsequent 
berserk status of the Russian 2nd squad makes this 
wove iook better than it is, If the German is smart ( 
he’ll ignore the berserk squad and concentrate fire 
on L3. 

The German's biggest mistake was in failing to 
rout Sgt. Hamblen io L7 with his broken squad. Not 
only did he miss a chance to rally the squad in his 
Rally Phase, but by vacating L6, he forces the 
berserk squad to attack Ml which the German can 
reinforce in his Movement Phase from M9 and then 
greet the berserker with a 3-f -1 Close Combat Kill 
Number of "9". 


GERMAN TURN I- 

The Russian advance into L3 is the only real 
surprise. I thought for sure he would use them as 
reinforcements for building N4 or. at worst, head 
for K2 via MI-L0-KI in order to increase his 
firepower on J4 next turn. As it turns out. however, 
my only defensive fire which had any effect 
probably did him more good than harm by creating 
a berserk unii. It is essential that l enjoy a good 
round of Prep Fire this turn lo offset his bold first 
move. 


PREP FIRE PHASE 


FIRING 

TARGET 

DR DRM/IFT 

RESULT 

1)8.9 

L3 

9 

()r 8 


2) Kelso. 1. 2 

E5 

8 

1 6 

1:3* B. 6 

3) 3. LMG x 2 

G5 

11 

0 16 

— 


F4 

II 

0 4 


4) 7, LMG x 2 

H4 

7 

0/8 

1:8 


G5 

7 

0:4 

— 

5) It. 12. LMG, Hamblen. 





MMG 

Mft 

4 

0 24 

KIA 

ft)4,5.6, LMG jt 3. Wcl/cL 

M5 

7 

+ 1 16 

1:7, 8, 7 



RUSSIAN TURN ONE—The first exchange of tire breaks only one berserk. The subsequent Russian advance is probably loo daring for 

squad per side*6ut docs result in the Russian 2nd Squad going this point in the game 
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GERMAN TURN ONE—Despite breaking five Russian squads and 
killing ihe berserker, i he German H;ui rimdg some fatal mi s-Ill kers.. The 
most obvious error is the a bundonrneni of the II MG in oriter eo ^ct 
Hit ken and the I3(h squad to 1-6 In so doing. the German ha> 
sacrificed hi* mosi valuable weapon to eel lo the wrong hex in time to 


make the wrong attack Ihe II MG could have been carried to M7 
where the II. I2& 13 rb squads could have com bined for a 12 1 attack 
on the three squads in 13, The Russian return lire breuks the German 
2nd & 3rd squads and assures the fall of building H5. 


The results of my attacks against the Guards 
were extremely disappointing as I managed to break 
only two squads. F5 wilt fall soon now regardless of 
what happens from hereon. On the other hand. I did 
eliminate the berserk squad and my successful fire 
into M5 has left N4 bereft of good order defenders 
and enables me to pursue my strategy of trad ing F5 
for N4. By moving Sgt. Hteken into L6 1 have 
completed my preparations for the assault on N4, 


DEFENSIVE KIRK PHASE 


firing 

target 

DM DRVt/lFT 

RESULT 

1)6, 7. 8 

K5 

5 

*3 12 

1:5, 6 

2) Dubovich, 9. M MG 

J4 

9 

+2/8 

— 

3) 10, 11, 12 

J4 

8 

*3 16 


4) 14, 15 

N5 

8 

*3 24 

1:9 

5) 16, 18 

F6 

6 

+3 12 

M 5.7. It 


advancing kirk phase 

1) Kicked, 13 U II 1,2 





kl SSL AN TIMS TWO—Rushan prep fire break* ihe German 7ih eliminated far failure ui row, and advancing fire on F6d<mrm Kelso 

stqujid before the German retaliate* bs breaking the 7ih and 1st and the German 1st &qi4Ad for the mmc reason, The Ru^iunftth and 

guilds, and «r] ljti inuilng the I3ih. Sih. and broken 3th *qu:id*. The German 9ih arc loil in Close Combat 
carnage is increased when the now broken Russian 7th squad is 


Things arc proceeding as well as can be expected 
and his failure to cause any damage yet to rhe 
occupants of building K.5 is encouraging as it 
protects my move into N4. 

NEUTRAL COMMENT- 

The German routs squads 2 and 3 lo H7 and 
ends his turn by advancing Hieken to L7 to tend to 
the broken squad there. He probably would have 
been wed advised to rout Kelso along with squad / 
to H7 where he could attempt to rally them with 
Desperation Morale in the Russian rally phase. F5 
is lost and Kelso should have taken the better part of 
valor , 

The Russian routs squads 3 and 4 to N4 where 
Cohenov will have to do his best to roily some type 
of defense force for rhe building. Broken Guards 13 
and 17 rout back to G4 and E4 respectively. 

The German attacks on the Guards were just 
plain unlucky* The Russians got off far lighter than 
they should have , Over in the neighborhood of L3. 
however , the Germans got just what they deserved 
The berserk unit should have been ignored in favor 
of a concentration of all available fire on 13. The 
Russians now have an “in" to K4 and the availability 
of plenty offirepower to lay on J4 means that they 
could well have the upper hand in any bat tie for the 
building which now looms as ihe critical point of the 
battle. Tv successful as the attack on M5 was. the 
German interests would have been better served by 
having the 17 fire group hit H3 which is now the 
principal firing point for the destruction of J4 . 


RUSSIAN TURN 2— 

Turn 2 commences with the successful rallying 
of the German 10th and Russian 1st squads. Col 
Berki also manages to rally the 13th Guards despite 
the effects of Desperation Morale. 

The squads in L3 have to get out of the middle of 
the street but just where they go will depend on the 
results of my Prep Fire. Between Dubov ich and the 
Guards in H3, I should be able to neutraii/e J4 and 
that will allow me to advance into K4 where I can 
hope for an early attainment of my victory 
conditions. Then I’ll play defense. If I don't break 
the German 7th squad, then I better back off and 
reinforce M5. 


PREP FIRE PHASE 

FIRING TARGET DR DR M/1 FT RESULT 

Ij Dubovicb. 9. MMG J4 8 +2/8 

2] Id iU 12 J4 5 +3 16 1:10 

Now that IVe neutralized J4, I'll try to 
accomplish both the assault on K4 and the 
reinforcement of \!5, Sending the 13th Guards into 
14 combined with my taking of building F5 with its 
excellent fire positions for attacks on 17 should draw 
off enough fire to allow N4 to hold on its ow n until 
Cohenov can rally some more troops. 


DEFENSIVE HRk PHASE 


FIRING 

TARGET DM DKM/IFT 

RESULT 

1) Kclvci, 1 

G6 M 

+2 8 


2 ) §, 9 

K4 4 

*3 16 

2:4, 8 

3) J1. 12.13. 1 MG, MMG 

N5 5 

+3 16 

1:8 

4) Weock 5. 6. LMGx2 

M5 2 

+ 1 12 

KlA 

5) 4. i.MG 

14 3 

2 6 

KIA 


The decision to advance into K.4 with only two 
squads was a mistake. Realistically speaking, 1 just 
didn't send enough to give myself an even chance of 
doing much good in either building. Given his 
attack on M5. though, l guess I’m fortunate I took 
the wrong course. In any case, N4 is in a lot of 
trouble. I'll move my MMG to K2 to at least cover 
the L5 approach to the building. 
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advanc ing m re phase 


FIRING 

1)6 

2) J4. 15. LMG \ 2 
h 16, til. 19. 20, 21 


TARGET DR DRM/JFT RESl I I 

K5 is +3 S 

17 3 +3 K 113,7,5, 4 

Ffi 5 +3 30 3:7.7, 7 


During the ensuing Rout Phu.se. the Russian 1st 
squad returns to N4 to hear Commissar CohenoCs 
patriotic pitch again and the 7th is eliminated for 
luck of a place to rout to. The Germans lose Kelso 
and the I st sq uad for fail ure to rout, the Germa n 7th 
moves to J5 where Cpl. Pollack awaits. 

The Russian Advance Phase reinforces the 
notion that this Soviet is in a hurry with bold moves 
into G7. 14 and K5, The latter results in a Close 
Combat but the Russian is unable to tie down the 
German squads in melee. He does eliminate the 
German 9th squad at 1-1 however, before being 
eliminated himself at 2-1. 


NEUTRAL COMMENT— 

Ait hough the dice roil made it a moot point, 
Kelso and the 1st German squad fired into the 
wrong hex. The Russians in G6 moved through F5 
ami would have been equally affected by firing into 
that hex , A low dice roll could have hugged all five 
of Kelso's immediate problems rather than just 
three. 

The absence of the German HMG is telling, Tm 
beginning to suspect Arnold doesn’t realize a squad 
can fire its own inherent firepower in one attack and 
q support weapon in the other. A MG attack on K4 
might have prevented the loss of the German 9th 
squad in Close Combat , 

Given the more immediate problem of the 
Russian Guards in H5 and G6. Tm not very 
impressed with the KlA registered on M5. The 
failure of Kelso to rout our of F6 is going to leave the 
Germans very short on manpower very soon and the 
Russian firepower concentration on 17 is overpow¬ 
ering. 

The Russian advances which close his turn are 
probably too precipitous. There is no need to give 
the German cheap shots at Russian squads — 
especially three at a time. As it stands, the Germans 
in 17 have a 42% chance of scoring a KIA on 14 , 
Furthermore, the Germans in Ifi and L7 using an 
' upstairs 1 ' LOS have a 28% chance of eliminating 
the Russians in G7. Such an occurrence could well 
eliminate any chance of Soviet victory as well. In 
addition, the move into G7 will allow the German 
squads in H? to rout again. They were worthless in 
117 as long as Cpt, Wetzelherge was tied down in 17 
directing fire, hut if they keep routing eastward they 
may eventually find a leader to bring them back into 
the fray, It is my opinion that the Russians could 
afford to wait a bit longer and would benefit from 
another exchange of fire before taking such risks . 
The advances would be more acceptable if they 
weren't so resem blunt of an “ait your eggs in one 
basket" approach. If the opponent is going to score 
KlAs, make him do it with several low dice rolls * not 
just one! 


GERMAN TURN 2— 

The Russian succeeds in rallying all three of his 
broken units which were not subject to Desperation 
Morale including two desperate!v needed squads in 
N4, 

PREP HR I PHASE 

FIRING TARGET DR DRM/1FT RESULT 

1) Wet/d 4, 5, t.MCI H5 6 +t H !;&, M 

3) 6, l.MG*2 G7 5 O S l;UK # 

My success against the Guards in G7 and H5 
gives my position at 17 a new lease on life. Thus 
reassured, I am launching my assault on N4. 
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GERMAN TURN TWO—The German enjoys; good form neat the 
expense of gou-d judgement, The Russian Mrh. J5th. 20ih =md list 
iquadi are broken in Prep Fire while the IOth. Mill anti I2ih Lire 
allowed to cross the street at 14 without a shot being fired. The 
Russian returns fire, flicking (he defenses at 17 by breaking the 


German fuii. I lie German advancing I he has mixed results, breaking 
[he P tissian 4th squad, bill turning the already broken 1 st squad into a 
berserker. The Russian 3rd and German 11 (hare lost in dose combat 
while the berserk Russian 1st holds (he 12th and 13ih locked in melee. 


i a h c; i: r n r n ft m /1 ft h ks t it 


DEFENSIVE EJRE PH ASF 
FIRING 


1) 10 J5 

2) II, 12 17 

3) Dubovieh. 9, MM(J M5 

4) 3, 4 M5 

5) 16, IK, \9 17 

ADVANCING I IRE PHASE 
1) 10, n, 12, 1J N4 


9 

+3.6 


7 

q 6 

_ 

10 

+2 ;H 


9 

+3' 16 


6 

+1 16 

1:3, 5, 8, U 

1 

+3 16 

M :3 t 2. 7, 1J 


During the Rout Phase Guards 20 and 21 return 
to F6, Cohenov *and Squad 4 rout into N3* 
presumably to allow the Commissar to extol the vir¬ 
tues of Mother Russia in the back room during the 
Russian Turn 3 Rally Phase as well as to avoid the 
melee in N4, In the Resulting Close Combat, the 
Russian 3rd squad is eliminated in a 2-1 but the 
berserk squad survives a 3-2, thus holding the 
Germans in melee. To add to their problems, the 
German 11th squad is lost to a 2-1 Close Combat 
attack. German squads 2, 3 and 6 rout to IH where 
they meet up with Cpt, Wetzelberge who advances 
into the hex. The German 10th squad advances to 
M4 to cut off any potential reinforcement to 
buildings N4 and M2, 


NEUTRAL COMMENT— 

The German attacks, although wildly successful, 
were more lucky than good and may ironically lead 
to their downfall. The failure to attack the stack of 
Guards in 14 with everything 17 could muster is just 
incomprehensible. The remarkable good fortune in 
H5 and G7 just does not compensate for the failure 
to seize a 42%-. k ill opportunity (75% break) on three 
Guards. His failure to do .so should cause the fall of 
K5, 

This lapse is even more of a cardinal sin given his 
complete failure to utilize his alternative firepower 
in L6 and L7. These forces could have sufficed to 
deal with the flanking move in G 7. Instead, they got 
carried away with a need to immediately take a 
building to make up for the one they lost . 
Meanwhile, Sgt. Hamblen cools his heels in L6 
unused. Apparently, the German was not aware of 
his LOS possibilities. 


The German receives insult on top of injury 
when his advancing fire on N4 transforms the 
Russian's broken 1st squad into a berserker—a fact 
only marginally compensated for by the breaking of 
the Soviet's 4th squad in the same attack. 

The Russian defensive fire into JS was a good 
attack despite its failure to achieve casualties as it 
kept the German 7th squad under the effects of 
Desperation Morale, 

Despite all this, the German's position is far 
from hopeless Given the same dice against different 
targets, the German could well be in a commanding 
position now, /U it is, the well-timed advance of 
Cpt Wetzelberge and the rout of three squads into 
18 threatens t ogive the Germans some much needed 
manpower just in time to hold the western flank 
while the Soviets are in grave danger of losing N4 
and M2 in the east. 


RUSSIAN TURN 3 — 

The German fortunes improve even more in the 
Russian Rally Phase, w ith the successful rally of his 
2nd and 3rd squads. The 6th and 7th, still under the 
influence of DM do not rally however, and the 7th is 
desperately needed. The Russian 4th is equally 
reluctant, however, and is needed every bit as much. 

PREP F IRE PHASE 

FIRING TARGET DR DRM/1FT RESULT 

I) Dubavich, 9, MMG M4 7 +1/8 M;9 

2} 16* 18, 19 17 7 fj. 16 

K5 should be mine after this turn. Odds are that 
at least one of my Guards will survive his defensive 
fire, and if necessary, Close Combat. The breaking 
of squad 10 m M4 was a stroke of luck as it will be 
eliminated for failure to rout. This manpower loss 
should enable me to hold M2. Col. Berki and the 
17th Guards move into H5 for the dual purpose of 
rallying comrades and providing fire support. His 
loss of yet another squad in 17 makes Berki's 
exposure on the from line a more reasonable risk. 
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RUSSIAN n HN THREE— The Russian Prep Fire proves, very 
Costly breaking the German 4ih and I Oth squads. The latter is 
especially cosily as it is eliminated for Failure to rout, adding to the 
carnage created by yet another successful Close Combat which 
eliminates the German 13th squad, The unexpected Russian 


resistance in N4 has probably sealed the German** fate, despite his 
utter good I or tunc in neutralizing the Russian penetration ol' building 
J4. The German Kih squad's defensive fire breaks the Russian I Oth 
and I It h and allows it to temporarily save the day in a Close Combat 
exchange with the Russian 12th. 


GERMAN TURN 3— 

defensive hue phase 1 lost my 6th squad to a fate roll during a rally 


FIRING 

TARGET 

DR DRM/IU 

RESULT 

attempt but at least none 

of the seven 

Russian 

J) 5, LMG x 2 

H5 

5 

♦3 8 

M'8. 9 , 3. 4 

broken squads managed to rally either. 


2) IJ 

J4 



hit, 8 h 3 

PREP FIRE PHASE 



advancing hke t 

■HAKE 




FIRING TARGET 

Du DRM/1FT 

RESULT 

1} 12 

2 } 17, Iterki. I MG * 2 

K5 

Yt 

2 

6 

06 

H 4 

1:4 

l>5, LMGx2 J2 

2 \ Hamblen. MMG U 

9 +3 » 

5 1 2 

1:6 


My recent losses have convinced me that my 
only chance is to reinforce N4 with all available 
men, taking it and M2, and hoping that my single 
squad in IT can hold out. Therefore, I’m moving my 
remaining strength to the east in the person of Cpt. 
Wetzelberge and two squads. 

defensive fire phase 


FIRING 

TARGET 

I>R DRW IFT 

RESULT 

1] Rerki, 17, LMG x 2 

K7 

12 

+ 1,6 


2) 3ft, MS. 19 

IT 

7 

+3:16 

M;7 

3) 9, MMG 

K4 

6 

07 


ADVANCING FIRE 

1) Wetnl. 2. 3 

Gft 

9 

+ 1,4 



So far, so good his defensive Tire did no 
additional damage and he lost two captured LMG 
in the bargain. Wetzelberge now advances into M5 
where he can protect K3 and be on hand to join the 
melee in N4 if I don’t kill the berserker this time. 

Another notch on the guns of the berserk squad. 
They've completed their single-handed destruction 
of my intial attack force and are still unscathed 
through three rounds of Close Combat despite my 
leader advantage. This is the last straw, 1 now am 
down to only 3 unbroken squads and am in danger 
of being wiped out; lei alone winning the game. 
Losing 5 squads to Close Combat, failure to rout, 
and a fate dice roll is just too much to overcome. 

NEUTRAL COMMENT— 

Arnold's plight is indeed great but the situation 
is still not hopeless. He neglects to mention that rite 
Russians have only 6 unbroken squads left at this 
point , A single low dice roll in the right plate could 
still restore the situation. 

The German Prep Fire selection was less than 
optimal. He does have to fire on J2 to prevent the 
rallying of the Guards there, hut a single LMG 
would have sufficed. The other 6 factors should 
have gone to his more pressing problem— HS or G6 , 

RUSSIAN TURN 4— 

The German's failure to Tire on H5 last turn has 
hurt him. Both Guards units there as well as the 


i got the better of the Rout Phase. My 10th and 
M ih Guards rout to J2 where they are in easy reach 
of Lt. Dubovich while Com, Cohenov moves into 
N2 with the broken 4th squad, The Germnn loses the 
7th and I Oth squads for failure to rout. In my 
Advance Phase, I'm moving the 9th squad and the 
MMG io L2 in an effort to reinforce N4 while 
Dobovich splits back to J2 to rally the Guards. The 
I Oth Guards advance into KJ is met by a successful 
1-2 Close Combat, but not before the Guards blow 
the German 8th squad away with a 2-1 in exchange. 
Meanwhile the berserk Russian in N4 is deserving of 
the Order of Lenin. He not only survives another 2- 
1, 1 CAT, thus keeping N4 in melee, the German 
13ih squad succumbs to a M. 


NEUTRAL COMMENT — 

The German counterattack in N4 is melting 
away before his eyes thanks to the henries of the 
Russ tan first sq uad , The German advance into M 4 
is now shown post facto as a foolish move. \14 
offered no advantage at all over A/5 except for the 
possibility of a Point filank Fire on Cohenov in ,VJ. 
The advance should not have been made until the 
Russian threat to rout routes in N4 was eliminated. 
M5 offered both better protection from incoming 
ft re and LOS due to its height advantage. The 
premature advance proved to he a ven cosily one, 

It is still anybody's game, however, thanks in 
large part to the expulsion of Russians from 
building A5. // the German can reinforce A5 and 
finally win his melee in IK4. he has a chance. 



GERMAN I I KN INKER—•Fomineh weft; again mixed n* 17 n fate roll in the Rally Phase and yet another M Closte Cotnhal 

continues to hold liui against superior Russian firepower, but fate is aguinM. iht berserk Russian lit squad, 

and to the German* in other ways us they lose hot h a broken squad to 
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Russian 4th squad in N2 rally. The Guards then join 
in a massive attack, on 17 which eliminates two 
German squads and opens the flood gates. 


mr FIRE 

FIRING TARGET DJI DRM/TFT RESULT 

1) 14, 15. |(L IS* 19 17 2 +3, 30 KIA 


Now that his last squad on the west half of the 
board has been eliminated. I'm home free. All I have 
to do is wait/ into two more of his nearly defenseless 
buildings and let him have N4, Besides, I now own a 
9:2 advantage in unbroken squads. 


DEFENSIVE FIRE PHASE 

FIRING TARGET DH DRM/IFT RESULT 

I) Wetzel. 13 N4 U +1/16 UU 


2) Pollack, L.MG 


advancing fire 

1) 1.9 

2) BerJti, |7 


RUSSIAN SUMMATION- 

In analyzing the entire game. I'll be the first to 
admit my play was far from flawless. The premature 
advance towards building K4 and the accompany¬ 
ing split decision to reinforce N4 were piecemeal 
commitments that amounted to gross errors, 1 think 
Arnold blew his last reasonable chance by not 
slaying in the 17 area. Abandoning the two squads in 
17 to their fate was the fatal blow 1 . 


The German defensive lire breaks the Russian 
4th squad which routs to NT All remaining Russian 
squads advance in the Advance Phase. Berki and the 
17th Guards kill Pollack in a 6-1 Close Combat but 
the berserk Russian has run out oriuck.The 1st and 
9th Russian squads miss with a 2-1 Close Combat 
against one German squad while the German takes 
them both out in a l-L 

NEUTRAL COMMENT- 

Despite finally winning a Close Com hat, the 
German is at! bin beaten , He had to hope that 17 
could somehow hold out and without it> his entire 
position has collapsed. A il he can do now is charge 
Russian units and hope for the best. 

The German should have defensive fired on M4 
instead of N4 as the wooden building was an easier 
target. He had virtually no chance of stopping the 
berserk squad in a stone building , but the mistake 
went unpenalized given the outcome of the Close 
Combat, Why Isn't Hamblen firing the MMG? 


GERMAN TURN 4— 

More bad news for the German. The two Guards 
squads in J2 have rallied. 


GERMAN TLItiN FOUR—The German player succeeds in tus initial 
goal of inking two R ussinn budding, hut finds himself lo^ng anyway. 

PREP FIRE 

FIRING TARGET DR DRM/IET RESULT 


1) Wetzel, 3 

K4 

3 

+ 1 4 

L6, 4 

2) Hamblen, M MG 

16 

7 

-1/2 


defensive fire 

1) Berki, 3 7, L MG 

M5 

12 

-1,'S 


2) 1 1, 12 

M3 

11 

0/6 


3, I4 r 15, 16, IS, 19 

Iff 

12 

+3/12 


ADVANCING fire 

1} 2. LMCj 

N3 

5 

+3/6 



The turn ends with the German having made 
good the pledge to take two buildings. N4 and M2 
are now solely theirs, albeit at a rather high cost. The 
Russian 4th squad routs to P3 and Cohenov 
voluntarily breaks to rout into 02, 

NEUTRAL COMMENT- 

The voluntary breaking of Cohenov was quite 
clever. This way , he avoids a Close Combat 


due 19 excessive lossca. The situation $&it now stands will farce hirn to 
make suicidul charges in ^ain attempt to satisfy victory conditions. 

confrontation and may rally in time to sneak back 
into N3 and deprive the German of an "exclusive 
control". 

Surprisingly, the Russians have not yet attained 
their victory conditions in terms of buildings 
controlled. Fortunately for them, they do not have 
to. All they need do now is avoid the loss of three 
squads . 

AFTERMATH- 

At this point, we end our blow-by-blow 
description of the game with gloom and despair 
much in evidence on the German lines. We would be 
remiss, however, if we did not report the final 
outcome. 

Facing a lost game in any case, the Germans 
made suicidal assaults on Jland K4. Miraculously, 
the German 2nd squad not only reached J2 but 
succeeded in capturing it, and eliminating the two 
Russian Guards there in Close Combat, 

It would make nice reading if we could report 
that Wetzelberge and the third squad had similar 
luck in K.4, but they were gunned down in the sireet 
of L4at Point Blank range. Their chances of making 
it across the street, let alone of winning the Close 
Combat, were roughly 1 in 12, But if they had . . . . 


RUSSIAN Tl'KN FOUR—the R uaslun Prep Fire, reinforced by the 4ihwii.fi [heir defensive fire phase and climinjii in g the Russian bland 

rallied Mth and 15th squads scares u KIA on 17, killing the Cicnnian 9th in the Russian initiated Close Combat in MS. hut n is too little. 

Sih and broken 4th squads, and ending Lin: real chance of a German too late, 
victory in the process. The (iermiia respond by breaking the Russian 


NEUTRAL SUMMATION- 

This game could easily have gone either way 
through the first three turns . It was not until turn 4 
that the Germans ’ plight approached near hopeless 
proportions. 

The "luck " seems to have been apportioned our 
as evenly as one could expect. A quick accounting of 
94 Russian and 68 German dice rolls led to an 
“ average " dice roll of 6.73for the Russian and 6.72 
for the German, Naturally, not all dice roll 
situations are created equal and the oversimplified 
analysis above provides very little in the way of 


Continued on Pg. 32 
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MISSION SCENARIOS 


by Arnold Hendrick 


“Lieutenant, you Ye detached to the Corvette 
Novgorod, with the 3rd Platoon. Sealed mission 
orders are waiting for you on board. Don't forget to 
requisilion the special equipment and support you'll 
need after you read the orders.” The Colonel stood 
up, ‘‘Good luck* son, and bring em all back!" 

One of the real tests of military judgement is 
being able to accomplish the mission assigned. 
Furthermore, this mission must be accomplished in 
relative ignorance of the enemy strength. The 
“mission scenario*’ system presented here ap¬ 
proaches this idea better than the simple straight¬ 
forward scenarios given in the STARSHIP 
TROOPERS game, and provides for over 100 
variations, so that it is almost impossible to get the 
same mission on the same planet, and even less 
likely to be facing I he same enemy. 

The operation of the system is very simple: 

)) The Ter ran player draws one card, secretly and 
at random. Tram a deck of 52 playing cards I no 
jokers). This card indicates hvs mission, and the type 
of planet he will be landing on. 

2) The Terran player informs his Arachnid enemy 
of the type of planet, and may be obliged to inform 
him of certain restrictions, in the case of some 
missions. From this information, the Arachnid can 
narrow down the possible Terran missions, but the 
exact Tcrran mission won’t be revealed until the end 
of the game. Furthermore, only the Terran player 
knows the time limit of the game, which can range 
from ten to thirty turns, (The planet type mission 
code letters should be jotted down secretly and the 
card returned to the deck.) 

3) Both players now select their f orces. Players have 
much greater selection ranges than in actual 
scenarios, so that the Terran player can equip 
himself as needed, while the Arachnid player can 
form “incomplete** hive complexes (with fewer than 
the full number of brains, workers, warriors* heavy 
weapons, and or engineers). Play balance is 
maintained by a point system, which compares the 
“value** of the player's initial force to what he 
accomplished, and relates this to the enemy forces. 
Although opposing sides don't know what the 
enemy selected, if it turns out you have twice the 
force the enemy does, to just draw the game, you 
must do twice as much damage as you suffer, etc. In 
other words, if a player selects a big, powerful force, 
he must do a correspondingly superior amount of 
damage to the enemy, or he will lose. In game terms, 
the net result is that it is easier and safer to command 
a small force than a targe, providing a balancing 
factor on the impulse of every commander to fit 
himself out with every weapon he can find. 

4) These * scenarios assume that the primary 
opponents are the Terrans and Arachnids, In the 
“Early War" period, the Humanoids are considered 
Arachnid allies, and in most circumstances can fight 
with ihem, or instead or them. In the “Late War 
period, the Humanoids arc Terran allies instead. A 
lew rule changes and additions arc necessary to 
maintain balance throughout these mission scenari¬ 
os. 

Point Values 

Before the start of the game, each player must 
calculate the overall value of all Ihe forces he has 
selected. This is the “initial army value" for that side, 
and includes the value of any Humanoid allies 
serving with a player. 

At the end of the game, each player tabulates his 
“final victory value." based on the damage he 
inflicted on the enemy (and any enemy allies). This 
includes damage, wounding and killing enemy 
units, prisoners, destroyed installations, etc. 


Overall victory levels are determined by the 
following equation (seebelow}. In the equation “Tl” 
means Terran initial army value. “TP* - Terran 
final victory value, “A I” = Arachnid initial army 
value, “AF” = Arachnid final victory value. 


ITF) x f AI) 

( IT) xlAF) 


Victory Level 


Victory levels use the following scale to determine 
the type of victory won: 


2,(10 or more 
1.50 to 1.99 
1,15 to 1,49 
0.88 to 1.14 
0.67 to 0,87 
0.51 to 0,66 
0,50 or less 


Terran decisive victory 
Terran recognisable victory 
Terran marginal victory 
draw 

Arachnid marginal victory 
A rac h n id rec ogn i za b le v icto rv 
Arachnid decisive victory 


With many missions, the Terran player has a 
secret victory requirement. He must accomplish 
certain goals, or he is unable to w in a victory. If be 
fails the requirements), the best he can do is 
accomplish a draw. 

The Terran player also has an indication of 
whether he must “retrieve** his forces by boat, or get 
them into a safe planetary perimeter. Forces that are 
not retrieved or within a safe perimeter by the time 
limit arc considered captured by the Arachnid. 
EXCEPTION: Any Humanoid allies with the 
Terra ns need only be retrieved if the scenario 
requires retrieval. 


Extend Multi-Scenario Play 

Players may wish to maintain a “Combat File” 
for themselves, recording victories and defeats, just 
as a real officer would. A decisive victory is worth 
+5, a recognizable victory +3, a marginal victory +1, 
a marginal defeat - I, recognizable defeat -3, and 
decisive defeat 5. A player should keep a running 
total of bis “file points," and the number of 
“missions" he has performed. The overall total 
indicates his current rank, while the average score 
indicates his general combat ability 

The Terran player should assume that the 
platoon leader (PL) man represents himself, and the 
PL should always be used. The Arachnid player 
should select any one master brain, and consider 
that to represent himself (exact master brain should 
be listed when planning out the hive complex). If a 
player is only using Humanoid allies, he is 
represented by the Humanoid Leader. If a player's 
personal representation is killed or captured, he is 
considered “out of the war.*’ and a new record must 
be started. II a Terran suffers a WIA, he must roll a 
die: 1,2,3 and he is so hadty wounded he can never 
return to combat; 4,5,6 and he recovers. 

For those who like a specific rank representa¬ 
tion, for every +4 total file points accumulated, a 
Terran player advances one level in rank. Rank 
levels are: 3rd Lieutenant, 2nd Lieutenant. 1st 
Lieutenant, Captain, Major, Lieutenant Colonel, 
and Colonel, A total of 50 points must be 
accumulated before he advances to General, the 
highest rank. The Arachnid player can conjure up 
equivalent ranks for himself. 

Optionally, the amount of forces a player may 
use could be related to the rank he has achieved so 
far, A Terran 3rd Lieutenant is represented by only 
a section leader, and cannot command more than 
three squads, and no more than two engineer 
squads. A 2nd Lieutenant is allowed one lull MI 
platoon, and up to one Engineer section. A 1st 
Lieutenant can use up to nine squads of Ml, but no 


more than one l ull Engineer section. A Captain may 
use any quantity of troops, limited to those available 
in the counter mix. 

Similarly, an Arachnid player would have to 
have a rank equivalent to 1st Lieutenant before he 
could use two hive complexes, and equivalent to a 
Captain for three hive complexes. 

There would be no limits on use of Humanoid 
allies, regardless of rank, but the overall number of 
heavy weapons units allowed to the player could not 
exceed his current number of file points, save that a 
minimum of four heavy weapons would be allowed 
regardless of the file number 

if a player reaches down into the two-digit 
negative numbers (-10 or worse) it is likely he would 
be cashiered and replaced with a new “personality.” 
Actually, any player who drops below- zero should 
be allowed to drop that personality and start a new 
one. 


TERRAIN TYPES: 
Planetary Geoforms 

* Type A Planet: 

(Arachnid). No Humanoids allowed. All terrain 
considered Savannah, no roads. 

» Type B Planet: 

(Barren, modified). Barren terrain only costs 
aliens 1 MR to enter per hex. In late war scenarios 
only, no Humanoids allowed, roads do not exist, 
and city/ port hexes are considered Savannah. 

* Type D Planet: 

(Desert). Rough terrain is considered barren 
instead, does not affect ranged weapons. City is 
considered ruined, equivalent to rough terrain, but 
the four space-port hexes are still intact city port 
hexes. No more than 100 points of Humanoids 
allowed, and no water, power or communications 
installations, or Humanoid fortresses* are allowed. 

* Type G Planet: 

(Gas Giant), Thick and totally poisonous 
atmosphere. All terrain considered rough ground, 
no roads. All Terran Ml drops and beacon drops 
must roll twice each for individual unit drift. All 
Terran WIA are automatically considered KIA 
instead, as atmosphere kills any men whose suits are 
opened. Special talent may not he used on this 
plane!. 

* Type H Planet: 

(Humanoid). Humanoids MUST be used. No 
terrain modifications. 

* Type M Planer 

(Mountainous Mining), All savannah and 
city/port hexes are considered barren terrain, no 
roads. 

Arachnids allowed one extra engineer per 
queen, assigned to any combat brain in that queen's 
complex (allowing one brain per complex to have 
two engineers). Engineers must work separately, 
and individually. 

Terrans lose their extended jump movement 
phase, may not use extended jump movement. 
Terra ns must roll twice for each individual unit 
drift, for Ml initial drop and beacon drops, 

* Type O Planet: 

(Ocean), Barren ground is actually the “great red 
ocean,*' Ocean costs 3 M P for aliens to enter. 6 MP 
for Terra ns. and blocks ranged fire simitar to rough 
ground, since “Ocean" operations actually occur on 
the Boor of the ocean (not the surface of the 
“water”). Note that MR costs prohibit the Terran 
from making an extended jump move into an ocean 
hex, but do permit him to jump out into a non-ocean 
hex. Ignore all roads in ocean hexes. 
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Arachnids may tunnel freely under the ocean, 
hut cannot open a breach in the primary tunnel 
segment. All Terran HNG bombs are rendered 
useless in the ocean, unless exploded with an 
Engineer demolition charge. Humanoid installa¬ 
tions and fortresses may not be deployed in the 
i>cean,and no Humanoids may start in ocean hexes 
(although their heavy weapons may enter it). 

* Type R Planet: 

(Rolling non-mountamous). All rough ground 
costs 2 MP for all units to enter, instead of 3 MP. 
■ Type T Planet: 

(Terran). No Humanoids are allowed Barren 
terrain is considered savannah instead. 

* Type W Planet: 

(Wet). Non-road savannah hexes are marsh, 
cost 2 MP lor aliens or terrans to enter. Roads are 
dike transportation lines, and block ranged fire 
between marsh hexes (do not block ranged fire if the 
firer and or target is in a ron-marsh hex). 

Barren terrain is considered highland jungle, 2 
MR for all units to enter, and blocks ranged fire like 
rough or city port terrain. Roads in the "red jungle" 
increase movement rate for aliens to normal road 
rate, but do not affect firing or Terrans. RAD areas 
demolish jungle, and the RAD hexes are considered 
Savannah instead. 


EARLY WAR 
MISSIONS 

A. Raid 

J. Terrans must destroy at least one Humanoid 
installation, or one Arachnid Brain or Queen, or 
they cannot win. regardless of points. 

2. Terrans are not allowed more than three Ml 
squads, and no more than one engineer section. 
Terrans must arrive by drop or soft landing, and 
must retrieve all forces by the end of the game. I ime 
limit 12 turns unless Terran player is attempting to 
kill brain or queen, in which case he is allowed 16 
turns, 

B. Diversionary Attack 

!, No specific victory requirements. 

2, Terrans not allowed more than three Ml 
squads, and no more than one engineer platoon, 
Terrans must arrive by drop or soft landing, and 
must retrieve all by the end of the game. Time limit 
of 10 turns, 
f. Occupation 

1. At the start of the first turn, the Terran must 
place one or two perimeter markers within 10 hexes 
o f V i 7: if both markers are used they must beat least 
8 hexes apart. Terrans score bonus of 50 points for 
each turn there are no alien units on the surface 
within 8 hexes of each perimeter marker placed 
(thus Terran could score 100 for each turn marker is 
in place), 

2. Terrans may arrive by drop, soft landing, 
and or enter overland via any one edge. Must 
retrieve any units that are not within 8 hexes of a 
perimeter marker ar the end of the game. Time limit 
of 15 turns, 

IX Assault 

1. Terran must dear city of all surface units, 
installations and fortresses at the end of ANY 
Terran segment, or the Terrans cannot win 
regardless of points. In addition. Terrans must clear 
one ofThe four spaceport landing hexes, and have it 
clear of alien surface units on the last Terran 
segment of the game (turn 18). 

2. Terrans may arrive by drop, soft landing, 
and or via the west or south edge overland. Must 
retrieve any units that are not within 8-hex 
perimeter of a city port hex at the end of the game. 
Time limit of 18 turns. 


F. Capture 

1 Terrans must capture Humanoid leader or 
Arachnid Brain, and retrieve it from the surface in a 
landing boat, or they cannot win regardless of 
points. 

2. Terrans arrive by drop and or soft landing. 
All Terrans and captives must be retrieved. Time 
limit of 16 turns. 


LATE WAR 
SCENARIOS 

F. Defend Humanoids 

3. Arachnids are on offensive, and may only use 
offensive demolition charges (no defensive). Arach¬ 
nid player must be so informed. 

2, Terran^ must maintain at least one opera¬ 
tional water, power and com mu meat ion plant 
within 15 hexes of the city throughout the game, or 
kill all Arachnid Queens; otherwise he cannot win 
the game, 

3. Terrans allowed one Ml squad or one 
engineer unit in city, port hex(es) at the start, plus 
Humanoids. Other Terrans can arrive by drop, soft 
landing, or spaceport landing on the 5th turn or any 


later turn, Terrans need not retrieve units, entire 
surface of map considered a secure perimeter. Time 
limit of J 5 turns. 

(X Evacuate Humanoids 

1. Arachnids are on offensive, and may only use 
offensive demolition charges (no defensive). Arach¬ 
nid player must be so informed, 

2. Humanoids MUST be used. Arachnid scores 
no points for destroying any power, water, or 
communications installations, but is not informed 
of this until the end of the game. Any Humanoids, 
including heavy weapons and fortresses, left on the 
surface at the end of the game are considered 
destroyed. Humanoids may be evacuated only in 
special landing boats, which arrive by beacon or 
spaceport landing, on the 5ih mrn or any later turn. 

3. Terrans may arrive by drop, soft landing, 
and/or spaceport landing. Must retrieve all forces, 
no secure perimeter on map. I ime limit of 12 turns. 

H. Raid 

I. Arachnids must be informed that there are no 
Humanoids in this scenario, and that they must 
have one prisoner cell per brain in each hive 
complex. 


TERRAN POINT VALUES 

Initial Army Value 

Points of the initial army value arc determined by adding up the value of each of the following units or 
groups of units: 

140 each Ml (mobile infantry) squad of eight men. 

20 each Ml commander, no more than one per squad allowed. 

20 each Engineer unit (squad), maximum of 6 allowed, 

500 Special Talent, maximum of I allowed. 

4 each DA P charge, 

6 each DAR charge. 

10 cadi HNG bomb, maximum of 8 allowed. 

9 each HE launcher. 

25 each NUC launcher with four rounds. 

7 each Listening Device (LD), maximum of 6 allowed 

10 each HE demolition charge. 

40 each N U C demo)ition charge . 

30 each Air Car. maximum of 6 allowed 
50 each Landing Boat arrival-departure. 

2 each Capsule for Ml initial drop landing (one capsule per man dropped necessary). 

Army Choice Limits 

1. The Terran player must purchase Ml by whole squads, he cannot select individual men. Ml 
commanders may be selected individually, in addition to squads, but the number of commanders cannot 
exceed the number of squads. Normally the Terran player is limited to one platoon of Ml, and one 
section of Engineers. However, he is allowed two of each in an '"assault." "occupation/* or "recover 
prisoners" mission. 

2, No more than two landing boats may be scheduled to arrive over any three-turn period, but an 
unlimited number of boats may be used throughout the game, provided each planned arrival is valued at 
50 points more. Loss of any landing boat does not jeopardize future landings. 




Final Victory Points 

The Terran player scores victory points for destroying Arachnids, and for destroying Humanoids in 
the early war Scenarios only. 


Arachnids; 

I each Worker destroyed. 

24 each Warrior destroyed, 

50 each Engineer destroyed, 

80 each Heavy Weapon destroyed. 
75 each Combat Brain killed. 

125 Master Brain killed, 

225 Queen kilted. 

200 Brain captured. 

50 each Prisoner recovered. 


A 

Humanoids: Jy 

1 each Worker destroyed. 

3 each Warrior destroyed, 

18 each Fortress destroyed, 

18 each Heavy Beam Weapon destroyed. 
25 each Heavy Missile Weapon destroyed 
100 each Communications plant destroyed. 
ISO each Power Plant destroyed, 

300 Water Plant destroyed. 

100 Humanoid Leader killed. 

200 Humanoid Leader captured. 
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ARACHNID POINT VALUES 



Initial Army Value 

Points of the initial army value are determined by adding up the value of each of the following units 
or groups of units: 

350 each Queen and Master Brain (pair), maximum ul 3 allowed; 

75 each Combat Brain* maximum of 10 allowed. 

80 each Heavy Beam Weapon, maximum of I per combat brain 
50 each Engineer, maximum of 1 per combat brain 

25 one Warrior and one Worker, as a pair, maximum of 5 pairs per combat brain. 

E() each Defensive Demolition point, 

7 each Offensive Demolition point, 

4 each Prisoner Cell [with one prisoner). 

Army Choke Limits 

]. Each complex requires one Queen and Master Brain, and must have at least one combat brain, 
and no more than five combat brains. Complex must be either a straight line of brains and queen, ora 
queen with brains adjacent. 

2. Each combat bra In must have at least one Heavy Weapon* Engineer. Warrior or Worker. It need 
not have the maximum allowance. 

3. An entire hive-complex may not have demolition points exceeding five times Lhe number of 
combat brains within the complex f i.e.* a complex svith the maximum of five combat brains could not 
have more than 25 demolition points). Points may be offensive or defensive, or a mixture. 

4 Prisoner cells may be added to a complex to REDUCE its value* A complex may not have more 
prisoner cells than it has brains (including the master braink 

Final Victory Points 

The Arachnid player scores victory points for causing damage to the Terrans. and for destroying 
Humanoids in late war scenarios only. 


Terra ns: 

10 heavy damage to MI (but no worse damage inflictedX per man, 

20 each Ml suffering WlA, bm ending the game retrieved by boat or within perimeter* 
75 each Mi suffering WIA. and captured, or ending the game outside boar or perimeter. 
30 each Ml suffering K.1A. but ending the game retrieved by boat or within perimeter. 

60 each Ml suffering KIA, and captured, or ending the game outside boat or perimeter. 
35 each Engineer squad destroyed, 

500 Special Talent destroyed, 

30 air car destroyed. 

100 landing boat destroyed. 

I each HE launcher* NI C launcher* or Listening Device lost (destroyed). 



Humanoids: 

1 each Worker destroyed. 

3 each Warrior destroyed, 

18 each Portress destroyed. 

18 each Beam Weapon destroyed. 

25 each Missile Weapon destroyed. 



100 each Communications Plant destroyed. 
150 each Power Plant destroyed. 

300 Water Plant destroyed. 

100 Humanoid l eader killed* 

200 Humanoid Leader captured* 


1 


HUMANOID POINT VALUES 


a 


Initial Army Value 

Humanoids may he added to Arachnid initial army value in early war scenarios* or to the Terra n in 
late war scenarios. Add up the value ftf each of the following units: 


1 each Worker* maximum of 1 L must use at least one 

3 each Warrior, maximum of 25 

18 each Fortress, maximum of 14 

18 each Heavy Beam Weapon, maximum of El 

25 each Heavy Missile Weapon, maximum of 6 

40 each Decoy Station* maximum of 8 


The real communications, power and water plants add nothing to the initial army value 
Special Limits 

1. Each Heavy Beam and Heavy Missile vs capon must be mulched by one Warrior Number of 
Fortresses may not exceed the number of Warriors, 

2. O ne w o r k e r is req u i i ed. A n y o ne wo rker i s sec re t Iy des i g na ted t he H u m ano i d Lea d e r* see $ pcc i a 1 
additional rules. 

3. All three communications stations may be combined into one giant super-station, represented hy 
only one marker: if destroyed, the super-station counts as the loss of a II th^e stations. Both power plants 
may be combined into a similar giant super-plant, 

4. Communications stations may not he placed in rough terrain* nor may the water plant he placed in 
barren terra in. No more than one installation may be placed in a city port hex* No installations may be 
placed in EE7 or FF5 (landing pad hexes), marsh hexes {type W planet only), or ocean hexes (type Q 
planet only). 

Final Victory Points 

Compute based on normal final victory points allowed to that player (see Terran or Arachnid points* 
as appropriate), 


2, Terrans must destroy or capture at least one 
Arachnid Brain or Queen, or they cannot win 
regardless of points. 

3. Terra ns arrive by drop and/or soft landing. 
They must be retrieved by the end or the game, lime 
limit of 16 turns* 

L Assault 

1. Arachnids must he informed that there are no 
Humanoids in this scenario* and that they must 
have one prisoner celt per brain in each hive 
complex. 

2. Terrans must destroy all queens* or they 
cannot win regardless of points. 

3. Ter tans arrive by drop and or soft landing. 
Terra ns may either consider the entire map a secure 
perimeter and use a 20 turn time limit, or have no 
secure perimeter and retrieve force, and use a 26 
turn time limit. Terran must make selection before 
the start of the game. 

J, Occupation 

1. Arachnids must be informed that there are no 
Humanoids in this scenario, and that they must 
have one prisoner cell per brain in each hive 
complex, 

2. All other conditions same as the early war 
mission. 

K, Recover Prisoners 

1. Arachnids must be informed that there are no 
Humanoids in this scenario, and that they must 
have one prisoner cell per brain in each hive 
complex, 

2* Terrans must recover all surviving prisoners 
from cells, or they cannot win. 

3. Terrans may arrive by drop* soft landing* 
and/ or overland via any one edge. Map is 
considered secure perimeter area* but recovered 
prisoners must be retrieved from the surface via 
landing boat before the end of the game, or Terran 
cannot score victory points for them. Time limit of 
30 turns* 


ADDITIONAL 
SPECIAL RULES 

A. Terran Arrival 

1. Ml INITIAL DROP: each Ml platoon 
dropped uses a separate direction of launch and 
individual unit drift procedure. If parts of a platoon 
are dropped on different turns* each new turn 
requires a new direction of launch, as well as 
individual unit drift. The exact turn of drop must be 
specified before the start or the game* in writing 
(may he kept secret from the Arachnid player). 
Location of Ml drops need not be specified. 

2, SOFT BOAT LANDING: one or more 
lauding boats may transport AN Y Terran forces to 
the surface, using the soft landing procedure, 
including beacons. Each new turn* a new direction 
of launch is required for landing boats, but two 
boats landing on the same turn use the same 
direction of launch. The original target HEX and 
turn of landing for each boat must he secretly noted 
in writing before the start of the game. 

3* OVERLAND: any troops may arrive over¬ 
land, over any ONE of the four map edges, ONLY if 
the scenario permits. The edge selected must be 
noted m writing before the start of the game* Exact 
quantity of troops arriving on any turn is at the 
option of the Terran player* 

4. SPACEPORT LANDING: in some scenari¬ 
os* landing boats may use a “Spaceport Landing" 
instead of normal soft landing procedure. In a 
spaceport landing, only the turn of arrival must be 
specified. The boat will AUTOMATICALLY land 
on that turn, without use of beacons, on either hex 
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FF5 or FF7, as the Terra n player desires. Landing is 
impossible if any Arachnid demolition charge or 
Terran demolition charge or nuclear rocket has 
exploded in the spaceport hex. If both hexes are 
knocked out, no spaceport landings are allowed, 
and all boats scheduled to land cannot, for the 
ENTIRE game. There is no direction or launch or 
drift in spaceport landings. 

5. BOAT LOADING: the Terran player must 
specify exactly what troops arc loaded into each 
boat before the start of the game, as well as 
specifying the exact contents of each drop. Drops 
and landings may be cancelled* or boats landed but 
their cargo cancelled (left behind), but plans cannot 
otherwise be altered. Cancelled forces still count 
toward initial army value, but are considered 
surviving fully operational troops, and thus do not 
count toward the enemy final victory value, 

B. Aircar Transport 

!. Aircars may carry up to live M I instead of an 
engineer squad. A special talent may be loaded with 
cither. An aircar cannot carry both Ml and 
engineers simultaneously. 

2. MI transported by aircar arc reduced to 2 M P 
when loading, and 2 MP when unloading. MI may 
lot load using extended jump movement* but may 
use extended jump on the turn they unload from the 
aircar. Ml transported by an aircar cannot use any 
of their weapons, and like engineers* defend as one 
unit, using the defensive value of the aircar. 


C, Humanoid Leader 

1. If any Humanoids are used, at least one 
worker must be included. Any one worker is secretly 
recorded by the player controlling the Humanoids 
as the ‘"Leader” of the Humanoids (use the worker 
ID numbers), 

2. If a Humanoid leader occupies a fortress, 
no other Humanoids are allowed within that 
same fortress, 

3. A Humanoid leader will automatically 
surrender if in a hex that contains a fully operational 
enemy, but no friendly units (fortresses, other 
installations, disrupted. WlAor KIA friends do not 
count). When the leader surrenders, he is “captured” 
and remains in possession of the captor as long as 
surrender conditions continue to exist. Stunned or 
disrupted or Wl A M l. cannot capture a Leader, but 
an Ml with heavy damage can make a capture. 

4. A captured Leader can be carried by M Mike a 
wounded man. He can be carried by any Arachnid 
worker or warrior without penalty. A player may 
not voluntarily direct any weapons at the captured 
leader, including ranged weapons firing into the 
hex, which would affect the leader* or explode 
demolitions that might kill the leader. I his limit 
ONLY applies as long as the leader is in a captured 
stale. Capture is permanent whenever the Terran 
player loads the leader aboard a landing boat and 
the boat leaves the surface, or whenever the 
Arachnid player gets the leader into a prisoner cell. 


D. Arachnid Offensive Demolitions 

1. The Arachnid player may store demolition 
charges, in a non-explosive mode, in a brain cell. 
During the game, that brain’s engineer can carry 
them into any hex of the tunnels, or set them into 
any hex adjacent to the tunnel net of the brain. This 
is a special function, and prevents the engineer from 
opening a breach, building or repairing a tunnel, or 
performing any other special function. The engineer 
can move after emplacing the charge, during normal 
movement. An engineer can only lay one charge per 
turn, maximum. 

2, Once the engineer lays the charge, it is 
considered active at the end of that special function 
phase, and can be set off any time. 

E. Arachnid Cell Creation 

Whenever the Arachnid player carries a Terran 
Ml or Humanoid Leader underground, he will 
immediately create a prisoner cell in that tunnel 
system to hold the captured man, even if It is a KIA 
casualty (Arachnids are so unfamiliar with Terra ns, 
they have a difficult time distinguishing WIA from 
KIA), No special engineer work is necessary, the cell 
is presumed ready and waiting, but is only drawn on 
the map when it is put into use. 
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MISSION SELECTION KEY-EARLY WAR 

Ace & King of spades; Raid, planet A (AA). 

Queen of spades: Raid, planet B (AR). 

9, 10 or Jack of spades: Raid, planet II (AH), 

8 of spades: Raid, planet M (AM). 

7 of spades: Raid, planet O (AG). 

6 of spades: Raid, planet R (AR). 

5 of spades: Raid, planet T (AT). 

4 of spades: Raid, planet W (AW). 

3 of spades: Diversionary Attack, planet B (UR), 

2 of spades: Diversionary Attack, planet D |BD), 

Ace of hearts: Diversionary Attack, planet G (RG). 

King of hearts: Diversionary Attack, planet H (HH), 

Queen of hearts: Diversionary Attack, planet M {BM). 

Jack of hearts: Diversionary Attack, planet O (BO). 

10 of hearts Diversionary Attack, planet R (BR). 

9 of hearts; Diversionary Attack, planet W (BW). 

7 or 8 of hearts: Occupation, planei A (CA). 

6 of hearts; Occupation, planet R (CB). 

5 of hearts: Occupation, planet D (CD). 

4 of hearts: Occupation, planet G (CG), 

2 or 3 of hearts: Occupation, planet H (CH), 

Ace of Diamonds: Occupation, planei M (CM). 

King of diamonds: Occupation, planet O (CO). 

Queen of diamonds: Occupation, planei R (CR), 

Jack of diamonds: Occupation, planet T (CT). 

9 or 10 of diamonds: Occupation, planet W (CW). 

6, 7 or 8 of diamonds: Assault, planet A (DA), 

5 ol diamonds: Assault, planet B (DR). 

2. 3 or 4 of diamonds; Assault, planet I I (DH), 

Acc of clubs: Assault, planet O (DO). 

King of clubs: Assault, planet R (DR). 

10, Jack or Queen of clubs: Assault, planet T (DT). 

9 of clubs: Assault, planet W (DW). 

8 of clubs: Capture, planet A (EA). 

7 of clubs: Capture, planet R (FR), 

6 of clubs: Capture, planet D (ED), 

5 of clubs: Capture, planet H (EH), 

4 of clubs: Capture, planet O (EO). 

3 of clubs: Capture, planet R (ER). 

2 of clubs: Capture, planet W (EW). 






MISSION SELECTION KEY—LATE WAR 

Ace of spades—Defend Humanoids, planet A (FA). 

King of spades—Defend Humanoids, planei B (FB). 

Jack or Queen of spades—Defend Humanoids, planer H (EH). 

10 or spades—Defend Humanoids, planet O (FO). 

9 of spades Defend Humanoids, planet R (FR). 

8 of spades Defend Humanoids, planet W(FW). 

7 of spades Evacuate Humanoids, planet A (GA). 

6 of spades—Evacuate Humanoids, planet B(GB). 

4 or 5 of spades -Evacuate Humanoids, planet FI (GH). 

3 of spades —Evacuate Humanoids, planet O (GO) 

2 of spades—Evacuate Humanoids, planet R (GR), 

Ace of hearts—Evacuate Humanoids, planet W(GW). 

King of hearts Raid, planet A (HA). 

Queen of hearts- Raid, planet R (MB). 

Jack of hearts—Raid, planet D (HD). 

10 of hearts- Raid, planet G (HG), 

9 of hearts—Raid, planet M (HM). 

8 of hearts—Raid, planet O (HO), 

7 of hearts —Raid, planet R (HR), 

6 of hearts —Raid, planet W (HW). 

4 or 5 of hearts—Assault, planet A (IA). 

2 or 3 or hearts — Assault, planet B (IB). 

Ace of diamonds—Assault, planet D (ID). 

King of diamonds Assault, planet G (1G). 

Queen of diamonds—Assault, planet H (IN). 

Jack ol diamonds—Assault, planei M (1M). 

10 of diamonds Assault, planet O (lO), 

9 of diamonds—Assault, planet R (IR). 

8 of diamonds—Assault, planet T (IT), 

7 of diamonds- -Assault, planet W (1W), 

5 or 6 of diamonds—Occupation, planet A (J A). 

4 of diamonds- Occupation, planet B (JR). 

3 of diamonds Occupation, planet D (JD). 

2 of diamonds—Occupation, planet G (JG) r 
Acc of clubs- Occupation, planet H (JH), 

King of clubs—Occupation, planet M (JM), 

Queen of clubs—Occupation, planet O (JO). 

Jack of clubs—Occupation, planet R (JR). 

9 or 10 of clubs Occupation, planet T (JT), 

8 of clubs—Occupation. pMnet W (JW). 

6 or 7 of clubs Recover Prisoners, planet A (KA). 

4 or 5 of clubs Recover Prisoners, planei B (KB). 

3 of clubs Recover Prisoners, planet H (KH), 

2 of clubs—Recover Prisoners, planet T (KT), 
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The Road to Berlin 


by J Richard Jarvmen 


You've survived the powerful pamers. You've 
survived the dreaded Stukas. You’ve survived the 
onslaught of the world's most feared army. You sit 
back, contemplate the forces before you and think 
wickedly to yourself, and now. it's my turn 

One of the great satisfactions of playing the role 
cvf Stalin in The Russian Campaign h the welcome 
feel mg of relief t hat comes after enduring the rigors 
and hardships of the first several years. And then, if 
you're lucky or have played well (or both?), there 
comes a lime in the game when the Germsn is finally 
spent, his armies lying weak and exhausted at the 
gates of Moscow . Victory has been denied him and 
at! t hat remains is a shattered army and dhcou raged 
commanders. Hitler now faces the burning question 
that so long haunted Stalin: can / survive* The 
Russian is now put in the role of the aggressor and it 
is he who picks the points of assault, it is he who 
smashes through enemy positions and it is he who 
marches steadily, inexorably across the board to 
Berlin and victory. 

The question of when the Russian player i> 
"ahead' is a delicate one, for if he assumes the 
offensive too early in the game, his valuable Guards 
and armor will be chewed up by the still strong 
German panzers. Bui if he waits too tong, not even 
the most rapid advance will get him to Berlin by the 
spring of '45. Although somewhat simplistic, many 
players just total the combat factors or both sides 
which are currently on the board and compare the 
figures. If the Russian's Lotal is higher, then he k 
ahead. But because ihe potential Russian produc¬ 
tion capacity is so much greater than the German's, 
the Russian is really ahead even if he is behind in 
total current combat factors. Why? Well, just 
examine the two powers' production capability. 
Assuming the Germans control two oil wells and 
have units available in the dead pile, the German 
replacements will total about 38 factors and the 
Axis allies about I t, giving a total of 49. In many 
cases this total will be less as certain replacements 
w r ill not be available or will be smaller than the ones 
used for computing the total. The Soviet replace¬ 
ments, on the other hand, are not fixed but are tied 
directly to the number of production factors 
currently in play By July of 1942 this total has 
reached 20 and by March. 1943 it rises to its high of 
22. Of course some of these will have been lost in 
combat, especially those starting the game in the 
south. Even assuming those lost plus two more due 
to German luck, there still remains 14 factors of 
production. As this production is per turn, the 
yearly rate would be 84, easily exceeding the 
German's total. After May of 1943 the Russian 
production is doubled, yielding the rather astound¬ 
ing total of 168 factors per year. On top of this the 
Archangel replacements can be added (3.5 * 6 = 21) 
giving 189. Even if Stalin only had 10 factors of 
production working for him his yearly output would 
be 141 factors, a figure vvhich makes the Germans' 
49 factors wane pale iu comparison. But wait a 
mmute, you say. So what if my potential is so great. 
What good is that w hen the German outnumbers me 
by a hundred factors? A valid point, but generally 
true only in the first year or two. Examine the 


following table: 



At Start 

Gcr-203 

R us-142 

1941 

Gcr-245 

R us-278 

1942 

Ger-269 

R Us-278 

1943 

Ger-269 

R us-369 

1943 

Ger-307 

R us-428 

1944 

Ger-358 

R us-428 


The above figures reflect the total possible 
number of combat factors each side could have at 
the end of the given year. Losses and replacements 
are ignored, while reinforcements and the various 
garrisons are included in the totals. From the At 
Start forces, it can be easily seen that the Germans 
will at first greatly outnumber the Russians, 
especially when coupled with the tremendous losses 
the Russian must endure during the first year. But as 
the reinforcements pour in, the potential total 
quickly rises until it peaks at the end of 1943, w here 
they now have 121 more factors. The implication is 
that by that time ihe Russians can lose 121 more 
factors than the Germans and still be even. When 
you consider the greate r R ussia n prod action, t hi ngs 
are really looking up. Thai rather long-winded 
explanation explains why the Russian can effective¬ 
ly be ahead even though he may be temporarily 
behind in total combat factors. My rule of thumb 
for determining who is 'ahead' is total the Russian 
combat factors and add to it one-ha If year's 
production. When this figure exceeds the Germans' 
total, l move! Obvious exceptions exist, such as in 
winter, when German effectiveness is cut in half, or 
w hen facing large concentrations of German armor 
with only a small infantry force. 


On the Move 

Now that the correct (1 hope) decision has been 
made to take the battle to the Germans, one 
problem often crops up that deserves careful 
consideration. The German is holding some line 
(usually a river, unfortunately)and you arc about to 
assault it, Bui should you mass your forces for one 
giant attack, insuring a breakthrough, or should 
you spread your units, attacking in several places, 
but at lower odds? Consider the situation in 
Diagram I, Assume it is September. 1943 and the 
weather U clear. The northern front has been 
inactive for months, but you have slowly built up 
your forces and now, with the anticipated reinforce¬ 
ments and replacements, you have a clear advan¬ 
tage. But how would you attack? (You may not 
enter hex row M, but may use rail lines up to and 
including hexes which you occupy.) 



Dial! ram I "On I he Most’* (S^pi ’43) 



[Qf 

3|| keinfriKemm* 

Kcplacementi YfrAj 


Before giving you my answer, let me indulge in a 
little mathematical hand-waving {anil-math freaks 
are given permission to skip on to the next section). 
In this particular example, we have the choice of 
making one large 3-1 attack, or one 2-1 and two 1-1 
attacks, or three l-I attacks. The chance for a 
successful l-I attack, assuming that there are 
enough units available in the second impulse to 
attack should the first impulse attack result bean AI 
or AR, is: 

1/3 (EX,DR) + 2.3 (ALALAR.C) + 1 2 
(C,EX,DR | which equals 66,7%. A Contact result in 
the second impulse is considered a success as the 
German wilt be forced to counterattack in order to 
hold the river line. The various possibilities 
there fo re I’o r t h ree l-I a t ta c k s a re: 


3 Successes 

29.6% 

2 Successes 

44.4% 

1 Success 

22.2% 

0 Successes 

3.7% 

Expected Number of Successes = 2.0 


The expected number of successes (the number 
you would expect to get on the average) is ex¬ 
actly 2.0 (trust me). The chance of never open¬ 
ing up a hole with three 1-1 attacks is an amaz¬ 
ingly low 3.7%. Now let's compute the results 
for one 2-1 and two l-I attacks: 

2 Successes 55.6% 

l Success 38.8% 

0 Successes 5.6% 

Expected Number of Successes =1,5 

Surprisingly the chance of complete failure 
increases while the expected number of suc¬ 
cess drops. The Iasi possibility is one 3-1 attack: 

1 Success 94.4%. 

0 Successes 5,6% 

Expected Number of Successes : 0.94 


The result is actually worse than the second case. 
From this analysis we can conclude that the multiple 
low-odds attacks are far superior to one high-odds 
attack. For the Russian the l-I attack now becomes 
a potem weapon. The one bad feature of low-odds 
attacks is that your loss rate will be much higher 
than with the one high-odds attack. Offsetting this is 
that the German loss rate w ill also be slightly higher. 
As the two primary objectives when on the offensive 
are io eliminate German units and open holes in his 
lines* this drawback is almost instgnillcant. especial¬ 
ly when you consider the Russian's far superior 
replacement rate. 

The decision has thus been made to opt for three 
l-I attacks (those who don’t believe but skipped the 
previous paragraph had best go back and study it). 
Examine Diagram 2 for the solution. Note the 
placement of the reinforcements and replacements, 
which is critical if second impulse 3 -1 s are desired 
when the first impulse attacks fail. In fact, with the 
given positions, it may be possible to get 2-1 attacks 
on the units on G-1 7 and J-17. The only case in 
which this would not be possible was if the results 
for all three attacks in the first impulse were A1 
(only a 3,7%, chance—proof left to reader). 

In some cases you may want to take one large 
high-odds attack rather than several low ones. For 
instance, if you could assure a breakthrough in the 
line, you might then be able to surround a large 
force that you might otherwise not have been able to 
reach. Another case is where you have a chance to 
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Diagram 2 "1st Impulse Attacks"' (Sept '43) 


Mare an Invasions 

I rarely use both of my invasion opportunities in 
the Black Sea in any one game. Eve never used even 
one when on the defensive, as I like to save one for 
breaking river lines in the region from Rostov to 
Odessa when I finally start my counteroffensive, 
and I like to hold the other like the sword of 
Damocles over my opponent's head. Saving your 
last invasion forces the German to constantly 
garrison the coast line, drawing units away from the 
front. Once you have used your last invasion, these 
units are free to move hack to more critical areas. 

One questionable strategy I’ve heard discussed is 
premature invasions and advancement toward 
Bucharest with the sole idea of releasing the 
Bulgarian garrisons. The theory is that a later 
invasion w ill stand a much better chance of survival 
as it won't have to face these additional factors. 
Personally I think this idea is unsound as any 
competent German commander can adequately 
garrison the coast with less factors than were 
originally released. 


eliminate several German armored units (always 
lots of fun). 

This principle of many low-odds attacks holds 
true in the case of just two attacks or for four or 
more. The point is to attack as many positions as 
possible, exposing the maximum number of 
German units to possible elimination and opening 
up as many holds as possible, forcing the German to 
stand and fight on unfavorable ground or withdraw¬ 
ing to a new line. When properly executed, this 
Russian steamroller tactic is literally overwhelming. 

The Berlin-Bueharest Connection 

Another important consideration in any Rus¬ 
sian offensive is the severing of the rail line from 
Berlin to Bucharest. Once cut. Hitler is trapped in 
One capital or the other. If the German has wailed 
too long to make his shift to his desired stronghold 
(usually Bucharest), the war may end earlier than he 
expects. Most German commanders recognize this 
danger and garrison the rail line accordingly. Of 
course this just helps the Russian cause us units that 
could be reinforcing the front line are wasting away 
in the rear areas. 

The entire southern region west of Odessa is 
apparantly an easy area for the German to defend. 
Numerous rivers and high mountains make quick 
advances difficult. But there are pitfalls, and the 
Russian commander must be quick to take 


Diagram 3 "German Weakruss*'. 


Creating Weaknesses 

Assume it is March. 1945 and you are presented 
with the situation depicted in Diagram 5. The 
weather is clear but you only have two turns in 
which to eliminate Hitler and occupy Berlin to win 
the game. At first glance the cause seems hopeless. 


advantage of any slips by the German. Examine 
Diag r:i m 3 ca re fu! I y. H o w m a ny fla w r s can you fi n d 
in the German position? Assume it is a snow month 
and the Russian forces significantly outnumber the 
Germans, 

Diagram 4 indicates potential weaknesses. Most 
significant is the potential Russian advance, 
indicated by hexes marked with an X. No less than 
eight hexes can be reached that would cut the rail 
line, assuming successful first impulse attacks. Just 
by driving back the unit on Y-25 and occupying it, 
the line is cut by a unit which doesn’t even have to 
contest a German unit for it. (The German units on 
X-27 and Z-27 are badly placed: they should be 
repositioned to Y-26.) A second way to cut the line is 
by means of a paratroop drop. Hexes marked with a 
f J are legal drops which all inhibit rail movement 
from Berlin to Bucharest (or vice-versa), Incidental¬ 
ly a sneaky way to get units into Hungary quickly in 


order to make the Hungarians surrender is to use 
your paratroops. As all Hungarians wouid immedi¬ 
ately surrender when the five unit requirement is 
met, an unsuspecting German may find himself 
without some flank protection in a crucial area. 
Invasions are often convenient methods for 
cutting rail lines, if the German unit on FF-28 is 
weak, an invasion at EE-27 may succeed beautifully, 
t he invading unit can then advance to the rail tine or 
advance to DP-27 in order to surround the unit on 
DD-26. Or an invasion at GG-28 in conjunction 
with an airdrop at DD-28 will surround the unit at 
FF-28. Other units that could be surrounded during 
the second impulse are on hexes marked with an S, 
if in the Diagram Hitler is already in Bucharest, 
paratroopers in DD-28 (all three of them), a large 
invading unit at EE-27, and a concentrated effort 
against the front line of the units west of the Z-row 
may create insoluble problems for the German, I’ve 
never been unhappy about winning a game a few 1 
turns earlier than planned! 


\ 

Dingrtiiii 4 "Russian Threats" 




Potential Russian Advance 
Paratroop Drop Sites 


nvjision Sites 

which could he surrounded 
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Diagram $ "Can Berlin Fall”* r March, !■ 


There is no chance to get better than a 1-1 on any of 
the units in the region of Berlin and Hiller himself is 
in a position where no less than 56 factors is 
necessary to attack at !*L A casual or discouraged 
Russian may give in and settle for a draw' without 
even playing the game out. But there does exist a fair 
chance for a win. Do you see it? 

The problem is that the German position is too 
strong In order to get a 1-1 against Berlin you must 
first drive back both groups on D-30and F-3 ((only 
a 11% chance) and then win your second impulse 
attack against Berlin (33% chance), assuming you 
can muster the troops to do it. The chance of both 
these events occurring is less than 4%, Clearly 
something else must be done. The answer is to create 
a weakness where none existed before. Take your 1* 
Is against the stacks in question, but the key is to 
handle the German retreats in a manner detrimental 
to him. For example, if you win your J-l on D-30, 
retreat the 39th Armored and 23rd Infantry to B-30. 
but retreat the 54th Infantry to D-32, (Of course if 
the result was an EX the 54th would be eliminated, 
in which case you would retreat the 23rd to D-32.) 
Now you can move in against this weak unit and 
place units adjacent to Berlin on D-31. soaking off 
from E-30. (See Diagram 6.) The units in Berlin w ill 
now be forced to attack at low odds and may retreat 
themselves, killing Hitler in the process as well as 
opening up the door to the German capital. In 
Diagram 6 I have assumed the results of the four 
first impulse attacks against D-30, F-31. H-31 and J- 
31 to be DR, AI. C and AH, respectively, 1 he retreat 
of the units defending 1-31 is critical. The 8th Guard 
Armored and 1st Guard Armored are retreated to 
D-30 (the attack on D-30 has already been 
executed), the 7th Guard Armored is retreated toG- 
29 and the 59th Infantry is eliminated, I he attack 
against the units on B-30 is not so much to eliminate 
them as it is to establish a position for the 8th and 
9th Guards to prevent those two German units from 
easily participating in a counterattack against the 
Russians on D-32, Should the Russians lose the 
attack on B-30, the retreating units should go to C- 
31 land D-30 if both survive). Note that if the 
attacks against F-31 or H-31 arc successful, those 
units will be eliminated. The order of attacks is of 
paramount importance. The 6-1 against the 54th 
should be taken first, while the soak-off (expensive, 
but well worth it) should be taken last. 



Diagram 6 "Wxalincstt cm tkJI" (April. I**45l 


If the original 1-1 against D-30 fails. there is 
always the chance of the I-l against F-31 succeed¬ 
ing Then a similar situation to that shown in 
Diagram 6 can be created. The 3rd Armored and 
43rd Infantry are retreated to D-32 while the 8rh 


Infantry is retreated to F-32 (via Berlin, a legal 
manuever verified by Avalon Hill). The weakness is 
now on F-32, but as the defending unit is stronger 
the best odds achievable are 4-L A 4-1 at least 
assures you of a Contact, however, and this is more 
desirable than an Exchange, as it leaves more 
factors adjacent to Berlin. 

Thus seemingly impregnable positions can be 
broken by use of this tactic. In fact the chance of one 
or both of the critical Ms succeeding is 55.6%, 
w hich is considerably better than the other strategy 
yield of 4%! 

Talvisota 

Even when on a major offensive. I avoid any 
talvisota ('Vinter war”) in Finland, For that matter, 

I also avoid any spring, summer or fall wars in 
Finland as those people are just more trouble than 
they're worth. The Finnish army, such as it is, just 
sits quietly behind the river at A-11. impervious to 
a ny l hi ng but a 1 -1. Even a 1-1 is going to cost at least 
20 or 22 factors and if that does w in, the Finns arc 
only slowly pushed back into their capital. Once 
they gel entrenched there, you're faced with more l- 
Is, The amount of factors involved and time 
necessary to secure Finland seem futile when you 
consider that Finland falls automatically in Septem¬ 
ber, 1944. (This assumes you control Leningrad, but 
if you don’t control Leningrad, what are you doing 
attacking Finland?) So leave them alone and hope 
they'll leave you alone. Five or six factors on R-10 is 
usually enough to deter them. Eventually Manner- 
heim w ill realize the error of his ways and you'll get 
your nice little 14th Infantry from the frozen North. 

Optional Questions 

With the advent of the second edition rules for 
THE RUSSIAN CAMPAIGN many previous 
ambiguities were cleared up and new ? rules and 
scenarios added. One new optional rule is the 
Sudden Death Victory Conditions in which each 
player secretly selects one objective (city, oil well or 
elimination of a unit) for each year. II during the 
first clear weather turn of a given year, a player 
controls both his own and his opponent's objective 
for that year he immediately wins the game. This 
rule solved very nicely the myriad of draws that 
occurred due to the rather restrictive nature of the 
first edition victory conditions. A weak position can 
suddenly be turned into a sudden victory because of 
a well planned and well executed attack. The rule 
has only minor drawbacks, which 1 shall discuss 
later. 

For the year 1942 the Russian must select 
Sevastopol, Kalinin or Kharkov for his objective. 
Generally Kalinin is the best selection as the other 
two targets lie in the south and most Germans 
concentrate their initial thrust in that area because 
of t he th ree prod uct ion centers. Kalinin is also easier 
to defend as it lies near Moscow, a source of many 
replacements, and any German trying to reach this 
rather remote town may find himself badly bitten 
during the winter months preceding the spring of 
'42. Of the three German objectives, Leningrad, 
Bryansk and Dnepropetvsk. Bryansk is the mnsi 
likely choice. It is not a major city and many 
Germans like to use that area as a winter staging 
area. On the off chance that the German has selected 
Dnepropetvsk, I like to garrison that city as heavily 
as J safely can. The German may be forced to attack 
that city rather than the production cities of 
Kharkov and Stalino in order to protect that year's 
objective, 

1943 hrings three objectives. Voronezh, Moscow 
and Stalingrad, which can cause serious problems. 
If the war has gone well for the Germans in 1942, he 
can probably pick any one of these three cities and 
hold it by spring. T he trick is to guess right. I prefer 
Moscow simply because it is the hardest city for the 
German to lake, and loss of the Russian capital 


usually spells doom anyway. However, large 
garrisons in the other two cities and feints toward 
them w ill help cloud the issue, German commanders 
tend to pick Kharkov as their 1943 objective 
(Leningrad and the oil well on PP-13 are the other 
two) because it is the safest choice. It is the easiest to 
take in the early years and the easiest to defend when 
the Russian counter-offensive strikes. Keep a 
careful eye on which city the German seems 
paranoid about. If you think you know his 
objective, it might be worthwhile to launch a minor 
offensive in that area. Even though you may have no 
chance to take it, the German will be forced to 
withdra w troops from other areas to protect against 
your threat. At no point, however, should the 
German’s possible objective be sought to the 
detriment of your own. As long as you hold your 
own objective you can't lose, but if the German 
holds yours, it's very unlikely that you will be able to 
take his. 

1944 presents the most difficult choice to the 
Russian: Leningrad. Rostov or Kursk. If the war 
has gone well, there is no problem. Undoubtedly 
you'll control all three* But if you're anticipating a 
bad day (or have an extremely strong German 
opponent) the decision Is important. Each of the 
three have their own advantages, but for this year 1 
prefer to play the player. If you're playing against an 
opponent who is known to have a predilection for 
attacking the southern production centers, it is best 
to pick Leningrad. Similarly if your opponent is a 
known Moscow or Leningrad hater, pick Rostov. If 
in doubt, flip a three-sided coin. The German 
objectives are Sevastapoi, Riga and Kiev, an equally 
difficult choice for him. Again, try to feel him out to 
see if he reacts more strongly to attempted thrusts at 
one area than to others. 

This brings us to 1945 and the objectives to 
w r hich I have some mild objections. The Russians 
have a choice of Bucharest. Berlin or the elimination 
of the Hitler unit. The German must occupy (or 
control) Warsaw, Lwow or eliminate Stalin. The 
first problem with these conditions is that the 
German player should never pick the elimination of 
Stalin as his objective. If he has any chance to kill 
Stalin, who will be hiding as far east as possible, he 
must already control Warsaw and Lwow. Converse¬ 
ly, if he doesn't control Warsaw and Lwow, he has 
no chance to kill Stalin, In either case it is much 
easier to control one of the two cities than it is to try 
for the Russian leader. 

Similarly the Russian should always pick 
Bucharest as his 1945 objective. The reasoning is as 
follows: if Hitler is in Berlin (and has no chance to 
move to Bucharest) the Russian commander will 
concentrate solely on reaching Berlin. II he traps 
Hitler in Berlin, the game is his regardless of who 
controls Bucharest. If Hitler is ensconced in 
Bucharest, the Russian will now direct his forces 
against the Romanian capital, ignoring Berlin, If he 
also controls Warsaw and Lwow, the game is again 
won w hen Bucharest falls. Note lhai in either case 
you must control Warsaw and Lwow by the first 
clear turn of 1945, This leads to my third and most 
serious objection. All the German needs to win is to 
control Warsaw and Lwow by this time. But if he 
controls these two cities, he undoubtedly controls 
Bucharest and Berlin, both of which are Russian 
objectives. He won't have to fight for his opponent's 
possible objectives in order to win. us in the earlier 
years. It is also the only year in w hich a player's 
objectives a re closer to his opponent than to himself. 
Switching the cities for each player (i,e.. make 
Warsaw and Lwow Russian objectives and make 
Bucharest and Berlin German objectives) and 
ignoring the elimination of leaders helps somewhat 
but is not entirely satisfying. When using optional 
victory conditions I prefer to ignore the 1945 
objectives completely. AA 
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A.II. Philosophy . h Continued from Pg t 2, CoLJ 

Bruno Sinigaglio have been characterized by our 
falling all over ourselves trying to give the game 
away to the other fellow when one of us makes a 
mistake. It is this type of comradery which is the 
ultimate prize to be gained in wargaming or any 
hobby endeavor. 

One problem thus addressed, let s turn to 
some more as provided by letters from the 
readers. 

D&ar Mr Greenwood 

I hate ro trouble you with some complaints you 
probably have no control over but, as the Avalon Hill 
public relations man so to speak, I will now 
commence to jump on your back. 

I've been playing AH games seriously for about 
two years now and have subscribed to the GENERAL 
during that period As I read through your magazine I 
can't help getting the feeling that I've missed 
something. It's like missing the first half of Colombo 
and trying to catch on For example, the old Russian 
set-up for STALINGRAD you say Huh, hold on a 
minute, what standard Russian set-up? Then there's 
the (I imagine you must consider this a cliche} usual 
opening moves for A ERIKA KORPS. I've been trying to 
piece together these moves from A.K. series replays 
but, I'm still not certain as to "the usual opening 
moves for AFRIKA KORPS '? 

There is also the matter of the lack of articles on 
some very good games For exe mple, BA TILE OF THE 
BULGE is just about your best game |in my opinion 
anyway) but, the only thing you've printed in three 
years is a variant, I can't really complain about 
FRANCE 1940 since I remember one meager article 
awhile back Then there s everyone's hate game 
(with the possible exception of a Mongolian milkman 
m Jeff arson City. Missouri) KR/EGSPtEL. Surely there 
is something to make this game worth playing. In 
general, you must realize that we all can t be 
"hardcore gamers' 1 (this is kinda interesting. Mr 
Mueller and his hardcore gamers feel "passed by" 
while I feel sort of left out). Your newer subscribers 
are thirsting for old information. Some more booklets 
like that on PANZERBLITZ would be great. 

Now for a rather direct question, Why don't you 
make some new boards for PANZERBLITZ like you're 
doing for SQUAD LEADER? It would add a lot of 
variety to the game. 

I realize my next question sounds pretty unrea¬ 
sonable and probably is but here goes anyways. Is 
(here any reason for the virtual exclusion of the South 
in wargaming conventions? Maybe you could suggest 
Atlanta for the next Origins 

Lastly, where was the series replay in the last 
issue? I'm sure the subscribers to your magazine 
could scrape up a few extra bucks a year for a couple 
of extra pages. 

Jeffrey S Barker 

Stone Mountain, GA 30087 

I am the first to admit that I'm not entirely 
happy with the article mix of the GENERAL as it 
is presently constituted. The matter of keeping 
both the Old Guard' who have subscribed tothe 
magazine from day 1, and the vast influx of 
newer readers happy with the same 36 pages is 
a problem with no real solution The wants and 
dislikes of the two groups tend to be mutually 
exclusive, It would help however if veteran 
writers would overcome the fault of overgener- 
alization and not take for granted that the 
audience knows what standard or 'accepted' 
moves are This lack of detail is the biggest fault 
shared by wargaming authors today and is one 
of the major reasons I return so many manu¬ 
scripts. 

As to the article mix itself, I don't write them 
. . . 1 just choose the best of whats presented 
Were I to receive an outstanding BULGE or 
FRANCE '40 article I would publish it in the next 
available issue, I can't publish what t don't have 
As to KRfEGSP!EL r 1 doubt whether any of our 
readership possesses the necessary literary 


skills to get me to devote space to a subject 
which is commonly accepted as the joke of the 
industry. Publication of more Wargamer's Guide 
books appears to be the best solution to in depth 
study of the old titles and also lessens the 
problems caused by cur continually dwindling 
stock of available back issues. Work is already in 
progress on STALINGRAD , AFRIKA KORPS t 
THIRD REICH , PANZER LEADER, an 6 DIPLOMA 
CY but these projects have a low priority 

Why no new boards for PANZERBLITZ? For 
the same reason it takes us so long to do the 
booklets mentioned above Lack of time , 
research time, art time, press time. There is only 
so much time in a day and we have todevcte the 
bulk of it to those projects with the largest sales 
potential. The SQUAD LEADER game boards 
will be offered as part of a series of games and 
will therefore have a more salable package, and 
consequently a more receptive audience. 

As to ORIGINS going south , . that's simply 
not our decision, We get only one vote on a board 
of 9 manufacturers and first a group from the 
south has to put together a professional bid. The 
wargaming population density is not strong in 
the south however and that might detract from 
its chances as a possible site. 

The Series Replay did not appear in Vol. 14, 
No, 5 because we didn't have one , , , not 
because we ran out of space. Regardless of how 
much you pay for the magazine we are limited to 
a maximum size of 36 pages plus inserts due to 
the limitations of our binding equipment. 
Getting well written, legally played, and correct¬ 
ly illustrated replays is not easy. Even when one 
is presented to us with well written comments, 
documented moves, and embracing good legal 
play ^wbich isn’t often) we still have to devote 
weeks to the commentary and illustrations. 
When we have one, we print it . . when we 
don't we don't. 

Another reader, James Cohen, voices a 
related complaint about the GENERAL's content 
but follows a different tack in laying the blame 
on management His version is what we believe 
to be a commonly held misconception on the 
part of many readers. 

Dear Mr. Greenwood, 

The reason I am writing this letter is to finally 
express a complaint Thai I have had about the 
GENERAL for the last couple of years My complaint is 
concerning the facT that you persist in devoting 50% 
jliterally) of every issue of the GENERAL toons game, 
usually a newrelease. I understand the importance of 
advertising new games, but the way it is now, unless 
a reader has the one game that you're pushing this 
month, he might as well turn to page 18 and forget 
the rest. 

Sure, having three or four, 4 or 5 page articles on 
a newgame is good for sales, but wouldn't one or two, 
2 or 3 page articles and a picture on the cover be just 
as good? I think it would. You should adopt a policy of; 
a not having more than two articles on the same 
subject: b, not having more than of the magazmeon 
one subject; c. have at least one or two articles per 
issue on a "classic" 

THE GENERAL is primed for two main reasons: to 
make money for the management fas you called them 
in Vol. 14 No. 5) by advertising new games, and the 
pleasure of the reader which has been greatly 
neglected in the last several issues Does the average 
reader like to see 18 pages devoted to a game he 
doesn t have? Does the average reader like to see the 
vast majority of his games totally neglected, in favor 
of some two or three relatively new games that aren't 
selling well? Does the reader like to see the question 
box occupied by questions concerning the very game 
that is just being released? 

James E. Cohen 
Louisville, KY 40207 

Mr. Cohen's gripe certainly makes a lot of 
sense on the surface. Unfortunately, if has 


absolutely nothing to do with the way I edit the 
magazine. Management has never dictated 
what topics should be featured, or even in¬ 
cluded, in the GENERAL . Responsibility for 
subject selection is mine and mine alone. Were 
this not the case I would relinquish the post in 
short order. Any kudos or brickbats for the 
magazine's content belong exclusively to me. 

Why then, do I persist in devoting half of 
every magazine to one new game? In the first 
place, there is no standing policy for devoting 
feature status to new games. It just so happens 
that the new games are the easiest for our staff 
to write on with any degree of expertise Having 
just concluded a year's exclusive study on a 
particular game, they are exceptionally well 
versed in the wherewithal to write a feature 
length article on that subject Oftentimes, they 
have a host of information which for one reason 
or another didn't make a into the game The 
opportunity to use this information in a GENER¬ 
AL feature is too good to pass up Why does the 
feature article have to be staff written? It 
doesn't, we love to feature free lance material 
from the readership but once again I must resort 
to the standby—"you can t publish what you 
don't have". If everyone shares your disinterest 
in the new games and clamors for more material 
on the older titles, then why is the bulk of 
material submitted by the readership based on 
those same new games? Believe me, I'd love to 
feature more material on older games and a 
greater variety of subject matter, but I'm limited 
with what I have to work with My responsibility 
to the readership, as I see it, is to present the 
highest quality material available in a profes¬ 
sional manner, That goal can't be fulfilled by 
publishing non-existent or poorly written mate¬ 
rial. In short, if the Old Guard is dissatisfied 
then they should get moving and submit some 
quality materia! on the games they'd like to see 
covered. 

More importantly, I do not agree with Mr 
Cohen s premise that the concentration on an 
in-depth coverage of a new game is ail that bad. 
What he considers weaknesses in the GENER¬ 
AL'S format, I perceive as strengths. It seems 
eminently practical to me to be able to count on a 
particular issue of the magazine to contain the 
answers to the most frequently asked questions 
of a particular game via the Question Sox. 

Especially when in that same issue the 
reader can count on finding a R8G analysis of 
the game as well as design commentary, 
strategy, variants or perhaps some historical 
data all on the same subject along with a contest 
to test his skill. This seems considerably easier 
than having to sort through a dozen different 
issues looking for an RBG here, a contest there, 
questions & answers somewhere else, etc. 
Besides, I believe the vast majority of the 
readership appreciates the in-depth coverage of 
a new game which allows them to really see 
what they're going to get for their money when 
contemplating a purchase. The present format 
offers far more to the majority of the readership 
in my estimation. At the same time, we try to 
offer as much variety as possible in the rest of 
the magazine. By going to a standard policy of 4+ 
pp of inserts we have expanded the GENERAL to 
its maximum size and attempt to cram those 
pages full of as much gaming related material as 
possible. 

I would be more sympathetic to your com¬ 
plaints if it was true that the present feature 
system is taking space away from a more varied 
format. Unfortunately, the paucity of quality 
material from which we have to choose insures 
that this isn't so. Often times it is not the feature 
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article which gives us a problem, but rather how 
we wif! find enough quality 2 and 3 page articles 
on other games to fill out the magazine. 

And lastly, just so you don't think all of our 
mail is negative, here's a sampling from a fellow 
who likes what we're doing Generally, J dislike 
printing letters which praise us or condemn any 
of our competitors Ive always looked down 
upon that sort of self-serving hype in other 
magazines and I don't particularly care to exhibit 
it in mine. I d rather use complaint letters as a 
vehicle for expressing why we take the actions 
we do. tt has been pointed out to me however 
that by following this policy exclusively I may be 
giving rise to an impression that "gripe" mail is 
the only kind of feedback we get. Never one to 
start a trend, I hereby spread a few words of'self 
praise" upon the waters Advance apologies to 
all those who care to label the following as 
Avalon Hill blowing its own horn', f might also 
add that the opinions expressed are those of the 
writer and do not necessarily reflect similar 
views held by this company or any of its 
employees. 

Dear Sirs: 

Although I have been playing AH games for over 
ten years (I cut my boardgaming teeth on them), this is 
the first time I have feltths urge to write. This resulted 
mainly from reading several 'fetters to the editor' in 
the General, especially the discussion of those letters 
in the most recent 'AH Philosophy' ft occurred to me 
that you will never reach any sort of permanent 
consensus about game design, publishing schedules, 
specific game concepts, etc. The gaming public is 
simply too diverse as well as being cantankerously 
argumentative—perhaps resulting from the wide 
spread affliction of rules-on-the-bram Nevertheless, 

I feel that AH is more likely to conciliate the masses of 
the gammg public than any of the other Houses' This 
is due. rather iron ically, to its refusal to try and satisfy 
every segment of that public—something that cannot 
be done in any field of endeavor involving diverse 
opinions. Hence, the main purpose of my letter is to 
let you know what / think you are doing right. 1 hope 
you will forgive the episodic style of the remainder of 
this letter, but given the disparate topics, I fell that 
brief, individual coverage was preferable 

Publi shing rate for games has been the subject of 
several comments recently Your current rate (about 
Six games a year} is just right. Newdesigns come into 
the market frequently enough to prevent boredom, 
yet are spaced enough to allow a relaxed, large scale 
evaluation of the previous games-as well as the old 
classics SPl has reached the point of no-return with 
its massive publishing tide: its games are so little 
appreciated by its audience that it must constantly 
renew its title stock inorder tosurvive, It is the classic 
case of the man who rode the tiger There are several 
lessons lobe learned from SPl s experience—lessons 
that l hope AH will take to heart: (1) The wargaming 
audience is extremely diverse rn its interests some 
enjoy only tactical armor, some strategic naval 
games, some ancient era games, t he list rs practically 
endless. Publishing on a massive, continuous scale 
will split this audience into its pet subjects. When 
your interest is in the Civil War and there are ten 
games from your Favorite company on the subject, 
you will tend to limit your buying-and-playing—to this 
topic (obviously not to the exclusion of every other 
game but still to the degree that you must make a 
choice between a finite number of titles-and dollars! 
The best approach, therefore, is to pursue the single 
largest segment of the market (probably the Modern- 
WW2 player —I personally prefer pre-WWl games) 
and occasionally produce a game for the other 
segments (say, 20% of the games) This creates a 
broadaudience for the "other segments" will usually 
buy the more spectacular "mam stream” designs 
since they are not smothered with their own 
particular fetish, good examples of these “main 
stream" designs are Squad Leader and Russian 
Campaign, \ know a gamer who is the classic example 
of this. He buys nothing but SF and Fantasy games 
from the other "Houses' Yet. he buys most of the AH 
releases. Basically, the AH audience is a general one 


(no pun intended although it was rather clever). They 
do not wish to have a massive game publishing 
schedule; rather, they prefer to put more depth into 
individual games They are more broadminded in a 
gaming sense than SPl advocates. This brings us to 
the second point (2) The audiences of the two giant 
Houses are not the same, they desire different 
approaches to gaming. Therefore, AH will not 
especially gain from any attempts at imitation 
Rather, by plotting its own, moderate course, it will, in 
the long run. probably attract those gamers disillu¬ 
sioned with the SPl style In essence, keep your 
publishing rate low (4-7 games a year), stick with 
producing wide-appeal titles {D-Day, Crete , Panzer - 
blitz, Wooden Ships, etc keeping your publishing 
rate down is a concomitant of having some wide- 
appeal titles to publishdook at SPl, they are now 
corning out with their fourth —can you believe it-their 
fourth Battle of the Bulge game Its true! They 
probably sold 2000 of the first, 1000 of the second, 
500 of the third, and 250 of the fourth), keep your 
games fresh by running variants and Genera/ articles 
about them, and don t worry about the opposition- 
they will take care of themselves 

In regard to the Genera/, I think the magazine has 
Come of age. The color utilization is fantastic! It is so 
nice to have some color in a gaming magazine fi na Hy I 
Your article mix' is usually pretty good Keep those 
historical articles around, they give some needed 
background, as well as intellectual depth, to your 
games. I also applaud your sticking with the glossy, 
heavy weight paper Not only do your issues hold up 
longer than SPl s, but they have a quality’ feel, I 
would rather see your subscription rate go up (which I 
feel is a real bargain at present prices) than see a 
cheaper production effort. As the gaming market 
swings more toward AH, I think you will see the 
Genera/ receiving the award for best professional 
gaming mag. 

Still another criticism of AH is its use of out-of- 
house games. This is pretty silly. If a game is good, 
does it matter where It comes from? This policy also 
allows AH to keep its staff small yet provide varied 
design and topic simulations It also has saved a 
number of very good designs from the junkpi ie—such 
as Russian Campaign,, A/esia, and Kingmaker These 
games, due to foreign publication or simple obscurity, 
would simply have disappeared otherwise, yet each is 
a classic in its own right 

It would take far too much space to detail my 
comments on your games. Hence f will simply rate 
them by placing them in the following categories 
Excelfent-these games combine playing i nterest with 
some sort of lesson or information about the subject 
Good-this category covers those games which fulfill 
either the enjoyable game criteria or the historical 
lesson criteria. Average-means just that: the game 
has some points of interest or playability but fails at 
achieving either position in substance Poor-games 
in this category have major failings in either or both of 
the lest criteria. Only those AH games that t have 
played four or more times are rated, 

Excellent: Squad Leader (this will be the game, the 
new Panzerb/itz), Third Reich. Panzerb/itz, Panzer- 
leader. Diplomacy: Any to. 

Good: Starship Troopers. Caesar. 1776, Kingmaker. 
Russian Campaign. 

Average: War at Sea , Victory in the Pacific, Richthof¬ 
en's War. Afrika Korps . 

Poor: Alexander, Stalingrad, Kriegspiel, Tactics (l, 

My final comment concerns the so-called "mon 
ster" games, These unfortunate creations are the 
result of 1} a misguided belief in the efficacy of the 
designer to recreate history simply by adding more 
units and map area; and 2) the ultimate pacifier lathe 
realism/specifics freaks Now before you go and 
throw this letter away because you think I'm not 
going to buy Rising Sun , Jet me make a slight 
qualification. My personal feeling is that complexity 
and mass should be contained within the rules and 
charts of a game, not, I repeat, not within its 
components Simple massivity of scale m terms of 
maps and counters does not make a realistic, let 
alone good, game. Third Reich is an excellent 
example. Although it is only a Targe' game, the 
combinations/vanations/realism of play is very 
good In short, 1 feel that you should limit your 
"monster" games in two respects: 1 Jto the maximum 


number of counters that can be handled 
comfortably-somewhat subjectively, I would place 
this at 1000 tops (of course that is total, not per side) 
2) lo the maximum board size that can be deployed on 
a medium large kitchen table (i e , on the usual space 
available to the gamer), here again 1 would subjec¬ 
tively estimate that his would be around 48x36 
inches (probably the single biggest reason why the 
"monster" games are never played is the near 
impossibility of finding a place to set them up in) 

1 appreciate your hearing me out on these matters 
and I hope that they might have an influence on some 
of your gaming decisions. I have been playing AH 
games for a decade now, and I hope that both you and 
E will be around for the next decade when I can write 
you again. 

Thomas Shydler 
Las Vegas, NV 

ORIGINS RELEASES 


This being our last chance to communicate 
with you before the big doings in Ann Arbor, we 
thought you might appreciate a progress report 
on what we Ye going to un vei I there. Th i s is by no 
means a concrete assurance of what we'll have 
finished, but it is more accurate than earlier 
listings We reserve the right, of course, to hold 
back anything not completed to our satisfaction 
in favor of a later release date 

CROSS OF IRON, the first gamette in the 
SQUAD LEADER senes, should be ready, but 
will probably sell for SI0.00 rather than the 
earlier predicted $5.00. The scenario list has 
been expanded to eight and the countermix 
greatly enlarged, necessitating the price in¬ 
crease, "A RISING CRESCENDO " has been 
re na med CRESCENDO OF DOOM and has only a 
50/50 shot at making the convention. It may, 
however, be available for a better price if we 
decide to offer the two together as a package 
deal 

BISMARCK is progressing nicely and should 
have no problems making the show as sched¬ 
uled GUNSLINGER, on the other hand, has 
been shelved temporarily in favor of MAGIC 
REALM —a fantasy offering with the largest art 
budget an AH game has ever enjoyed The rising 
interest in fantasy which has given such priority 
to MAG/C REALM may also mean that TRIREME 
will be delayed until thefall The designer insists 
he can be finished by ORIGINS but it would 
mean going to press with less piaytesting than 
we J d like. 


THE LONGEST DAY is still scheduled for 
ORIGINS release, but problems caused by 
government offices not forwarding ordered 
maps are causing alarming delays which could 
well ruin our best laid plans 

And now for the biggest groan THE 
RfS/NG SUN will not make ORIGINS The game 
has progressed a long way since Frank Davis 
joined us, but not as far as we d like. If another 3 
months will make a difference between a good 
game and just another game, we ll opt for the 

former ***** <5> 


SQUAD LEADER , . . Continued from P$. 23 
conclusive evidence, bur after casual reflect ion it 
seems fairly safe to say that fuck played a minimal 
role in the outcome , 

In my estimation, the turning point came during 
the German 2nd Turn Prep fire Phase when he 
failed to fire at the massed Guards in the open at 14. 
These forces succeeded in eliminating two German 
squads in K4 and led to the fall of that position, The 
assault on building N4 should have been delayed 
while L7 and L6 covered J7\s Rank by firing into G7 , 
This failure, plus the German's frequent less-than- 
optimum use of his MGs, were the major factors in 
the Russian victory. 
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Letters to the Editor ... 


Gentlemen; 

It b a game of .SQUAD LEADER and the 
toil tie hard veteran Captain Jochcn Tienhnm tx 
leading the advance company of the 27th Fusilier 
Regiment across open terrain unaware of the 
danger ahead of him. Ii was to be his job of 
clearing! ihc Americans out of the railway center 
known as Bucholz. Rut the American* caught 
sight of his advance and scattered the company 
imo neighboring woods. As Capi- Tien ham took 
refuge in the woods he raised his eyeglasses to scan 
ihe town of Budnik, It is then chat he notices 
something vers strange, the town of Buchoir, looks 
familiar. He tries to remember what battles he 
took place in Stalingrad could not be the place, 
I lien Velikiye Luki comes into memory. It was 
January of I 943 when on a dark cold night he led a 
Inree of JO men out of Veliki ye Luki in which only 
17 lived to see the German lines, It was then that he 
was a warded I he K n i g hts Cross for bra very Bu (i t 
is 1944, almost 2 years later and he runs across the 
very same buildings and terrain, He looks again, 
"yes, it was in that building that I held off a savage 
Ivan attack, and over there, that was where I was 
ahk to break through!” Now Cupt. JoeHen 
Tien ham knows where he is and knows exactly 
what to do, "Come on men.” he barks. "I know 1 
exactly where to go, wc will have little trouble 
mopping up American resistancer 

Yes my friends, bow- many times ha* this 
happened to you? Is SQUAD LEADER destined 
in become yet another PA X'ZERBUTZ, Must we 
make more of those Situation I3’s In PA S/KR~ 
BUT?-, how many times have you Jed an assault 
again si Rednost? Must we be forced to make new 
map boards? Are we tu do the same thing in 
-V£H AD LEADER- God I hope not! I sincerely 
hope Avalon Hill starts working on those 
expansion kits, if not. St. isgomg to fail alongside 
PA STEP BU TZ. PA NZER LEA D EE and 
ARAB-/SRAEU WA RS No doubt about it. SE 
is she finest W'urgumc I have ever played. 
BA NZER BLITZ is still fantastic. But I can only 
play PA XZERBLITZ once every two month*. 
Tolj much playing and you get *ick of looking at 
the board I SQlA D EE A DER is beginning to slip 
min the abyss. I'm not knocking the games. I only 
wish Avalon H ill would expand ihe scope of the 
jiame like they promised, I would tike to fight on 
"new" terrain with Tigers. Panthers. T-34 *i5, 
armoured cars and a phalanx of other equipment, 

Finally, why are no Russians issued the 14-5 
ittm Ami-tank gun when u was used extensively 
throughout the war And I would like to have 
mme German Ku be I wagon*. 

Like 1 said, SQUAD LEADER is the finest 
wnrgame I have ever played, but plea.se expand the 
game before I am forced to make my own hoards. 

Frank Beal tie A vent 

Jackson, Tenn. 

.Veivr fear. the gamettes are on their way' with 
plenty of irau boards, terrain feuturn, weapons. 
AT Vs. and rules, Six such gamettfx are now 
planned ami as long as' enough people keep buying 
them well keep making then r. 7>!ar aspect of it is 
up to you, the phirers, It will hr interesting tu 
determine what effect such added variety has on- 
extension of "game life" in a title. 


Seeing Michael Zynsfci, Jr.'s letter, in VoL 14. 
No. 5. complaining about Games Centre. I have to 
come to the defense of the accused, 

i have been purchasing games by mail from 
Games Centre in London for three years. In that 
lime, they have provided me with, among others, 
ihe COLDIT'Z game that Mr, Zynski ordered and 
the original edition of KINGMAKER. Their 
service has been uniformly excellent; and they 
have always packed the games securely, so that 
they have arrived in excellent condition. 

On mV own experience, l would guess that 
Mr. Zynski'* unhappy experience wu* one of those 
occasional real foul-ups that even AH may have 
been guilty of from lime to time. 

Gamer*, who order from England should be 
a ware that >ea mail {which is the only reasonable 
method of shipment. In view of the very high cost 
uf air niuil for parcels us big as games) is slow and 
erratic. Delivery limes of two to three months are 
quite common. But the well-infonmed and patient 
turner may be rewarded with some really excellent 
(jurnijs that are hard to find in the United States. 
Take a look, for example, at SHIFT and EASE A 
(both handsomely produced by F. X. Schmid, id 
Germany), or Cl'l DE ,V.4C’ tan inexpensive 
English delight), or BLACK BOX (a MASTER- 
MIX D cousin with a different play appeal.) 

David W. Walker 
Watertown, M A 


Dear Sirs: 

Congratulations to Don Greenwood for his 
reply to James Mueller's request for new “im¬ 
proved” rules lor the AH Classics, Now I'm glud 
D-D A Y was updated and agree thin Bl'l.GE'is in 
dire need of revision, but these games were 
seriously flawed. Any drastic revision of STA- 
use RAD. A. A or WATERLOO, however, 
would be a cardinal sin! For one thing. If such old 
standbys arc altered, \yhat will it do to competi- 
tional play? With so many different wargames 
available, it's hard enough for tournaments and u 
rating system like AREA to mean anything 
without changing the few games that have become 
standard tests of wargaming skill, Imagine bow 
master chess player* would feel if the USCF 
suddenly announced that as of now. Rooks wdl 
move as Knights and Knight* as Rooks while 
pawns will be allowed to move backwards! 
Everyone knows that A K . has u high element of 
chance involved, but this could be remedied with 
much less drastic change* than those outlined m 
Dave Robert*' variant. As for play-balance, it is 
my opinion that A. K . STAUXG'RAD. and 
WA TEREDO art about as well-balanced as you 
could expect a wurgame to be. Indeed. I would be 
concerned that any revision might upset them 
delicate play-balance. In closing. 1 think that any 
drastic revision of those three classic games would 
be one ol the worst things that could happen to the 
hobby, 

HrUCe Remsburg 
Osmond Beach, Fi. 

★★★★★ 

To the Editor 

I was very interested to see a letter from one 
Jff enthusiast about the combat strengths of 
certain units. He maintained that the SS units 
should be stronger and also pointed out Changes in 
the strengths of tuber units on both sides. I'm 
going one step further 

1) Upgrade the combat strengths of the 1st 
and 2nd Fsjr unity. I suggest changing them to N 4” 
or even rt 5". 

The Luftwaffe paratroops were The Elite of 
the German ground troop* narrowly upstaged by 
the SS Pan/er units. The paras, alter their Pyhrric 
victory in Crete, were used by Hitter a* a crack 
emergency force when it was necessary. When the 
Allies took Sicily and began to land in Italy, Hitler 
called his paras in to stopgap the defense The 
paras were the toughest the German* hud und 
didn't posses* the inhumane fanaticism that 
marked many of the SS units. 

2) Give the 2nd Fsjr unit ihe status of a full- 
fledged airborne unit. It should only be capable of 
making drops however, from Fall '39 to Fall '41, 
By the time the last para had been buried at Crete. 
Germany had few trained pa ms who could 
actually perform in drops, i Note, the two airborne 
units should be dropped at the rate of one per 
turn,) 

3) Also concerning the para units, disallow 
any German drop* after Winter '44 By this time. 
Germany was critically short of transports, 
experienced pilots to fly them, und pa rax who 
could actually jump into combat. 

4) Pa ru t a re a Iso t he elite o f mos t a f t h c arm ics 
in the world. An ambitious player might consider 
changing the combat strengths of the British and 
American airborne units from ''3” to "4 M , Players 
may exercise their own judgement regarding the 
Soviet and Italian units. 

5) Many time*, ihe Common wealth troops in 
the British forces were of a very high standard. To 
reflect this, change the combat strength of the 1 
Can and Pnlixh urmoured corps respectively, to 5 
from 4. (The Polish unit in this case would not only 
represent the Polish commitment, butthe Austral¬ 
ians. New Zealanders. Indians etc. of the Com¬ 
monwealth,) 

The following are some optional rules: 

I ) In the event that Britain is conquered, add 
the following British unit* to the American force 
pool. 

1 Can A Polish Armoured corps 

2 Can & one 2-4 infantry unit 

One 5-4 air unit 

H England surrendered, the Commonwealth 
troops would not necessarily surrender with them 
since they have separate governments Ii would be 
likely they would join with the U S. In the event of 
English downfall, let the English navy also go to 
the U S. or Mediterranean Front They can he 
intercepted on the way in the normal fashion. 


British units m the Mediterranean Front 
would not necessarily surrender. Each individual 
ground, air. and naval (excluding the fleet m 
Britain) must take the Vichy l-ree French 
determination procedure, An odd die roll would 
mean the uml stay*. An even die roll would mean 
the unit ls ehm muled. Units m the Mediterranean 
draw .supply to the LB. box through Gibraltar or 
through the Sue/ at the Sue/ supply rare. 

The units would not actually he getting their 
supply from the U S, until the V S enter* the war. 
They w ould he supplied from Canada and the rest 
of the Commonwealth, In effect, a Common- 
wealth Army of Commonwealth and remnant 
British units is left, Thi* force will use the old 
British data card and hast a BRP level of 50 and a 
growth rate of 4 Ch;. (Note, thi* Common wealth 
force also includes any Free French forces) 

2) For ihe”Disposition of Vichy Franct’Tule, 
add the following: 

-2 if Britain falls 
-t if Russia falls 

3) Add two more J-3N to the Russian partisan 
force poo) after 1943. 

4) Revolts: 

II the Soviet Union is conquered, (he 
unemployed Russian player may start a revolt to 
reclaim hi* country, Me mil* a die beginning the 
third turn after occupation. A die roll of I means a 
revolt He is then given 30 BR P L s to build any type 
of force he wishes excluding naval units, The units 
must be built at least three hexes away from the 
nearest German unit, These units can trace supply 
to any Russian hex unoccupied by a German unit. 
Russian units guarding objective hexes must roll a 
die to *ec if they join the revolt. An odd die roll 
means they become active in the revolt; an even die 
roll means they remain where they are. 

The revolt acts like a functioning power, 
using ihe Russian force pool card It ha* a BRP 
base of 6(3 and a growth rate of 30?T 

During a revolt, Germany loses all the HR P's 
it gamed from the Soviet Union that year. 

These rules provide greater depth to the 
game. It 4 * no longer a question of. "Bang, bang, 
you're dead!” The German player must now 
struggle with a defiant Commonwealth force still 
holding onto the Mediterranean, He must also 
keep strong units in Russia if he conquers it. ready 
to counter any coup. It also keep* conquered 
players in Ihe game and with interest. 

Barry Link 
Kelowna. B C. 

Among the (hings people it W to forget when 
knocking the historical capabilities of units in 
THIRD REACH is that the design muv intended 
not to forte an exact recreation of the war as it 
transpired. Rather, capabilities at the beginning of 
hostilities are historical and what course the 
players pursue after that is up tn them. Limiting 
Dvr mart paratroops as you suggest dictates the 
t ourse of the game along historical lines regardless 
of the success the German plci vet may have 
enjoyed up r a that time. 

★★★★★ 


Sir: 

Inspired by Richard Hamblen's and Joseph 
Connolly's articles in the GENERA L (VaE 13-3 
and 14-3). I have developed wh.it for me is the 
definitive French Navy, additional units variant 
for WA R AT SEA. Here it is 

1. British Navy: Add the Tiger and Torch 
Convoy*. uxing Hamblen's rules in 13-3, Add the 
port of Gibraltar at the western end of the 
Mediterranean, also as per Hamblen. 

fi. German Navy: Add the pre-Dread nought 
battleships Schlesten and Schleswig-Holstein (1-2- 
3, no gunnery bonus) as per Connolly. 

HI. Italian Navy: Add aircraft carrier Aquila 
(l)-2-fi(2)), enter* on Turn fi. This Italian effort at 
naval a via lion cume nearer to completion than the 
Graf Zeppelin, and even used some of the la iter's 
equip men 1 and fittings. Add on Turn 1 the cruisers 
Rut/ano, I rento. and 1 rjeste (F-J-8); these ships 
were Ihe fastest heavy cruiser* in (he world, hut 
they had insufficient endurance to leave the 
Mediterranean only the four 1-3-7 Italians may 
leuve. Additional historical nitpieks: switch the 
entry turns of Roma and Impem. and on Turn 4 
change Li (tori o's name tn Italia. 


IV, French Navy: Add port of Toulon (I 
repair point, may not be bom heel) on the 
Mediterranean coast ol France Tike the French 
Atlantic port {which should he renamed Brest), 
Toulon j* available to the Axis during Turns 2 
through 6, Add on Turn I. starting m Brest or 
Toulon, and operated by the Allies. 1 he I oil owing 
ships battleships Richelieu (4-ft-fii: Dunkerque, 
Strasbourg (3-3-6), Lorraine, Provence. Bretagne, 
Courbet, Paris (not Ocean) (3-3-3]; aircraft carrier 
Horn {ft-1 -3(1)). cruisers Algene, Colbert. Foch, 
Dupleix. SuFfrcn, Duqucsne, Tgurvillc(1-1-7). On 
I urn 2. add Jean Bart (Tfi-fi) in Brest Also on 
Turn 2. before any ship movement, the Axis player 
rolls two dice for each French ship individually to 
determine their fate as per Connolly’s table. 
Player* might want tn shift the die roll numbers 
uround to give the Axis player a better chance of 
controlling French ships, although the Allies 
should retain their pre*enl 25 f '( change. Surviving 
f rench slaps must stay in port during Turn 2, Turn 
3 and after, they operate normally for their 
rexpective controllers; and at the beginning of 
I urn s all French xhips under Axis control are 
removed (scuttled K 

I also ase the Prince ol Wales Repulse 
removal rule, and the Mediterranean POC 
changes from the Connolly article If player* u*c 
the Italian Frogmen unit, with its special attack, 
(hey should allow the Allies to attempt an X-Craft 
t h id on the Germans, at the begin n ing of Turn ft or 
Turn 7 {Allied choice), the Allied player rolls one 
die against one German *Jtjp in port in Germany 
(actually Norway), A result of "S” disables that 
ship for the entire turn 1 it may not go to sea); a "6" 
i* a hit and the Allied player rolls again for 
damage. 

The net effect of all this is n succession ol 
highly varied games the unpredictable French 
distribution lends to really .shake things up 

Sincerely. 

John F Lyman 

Carrboro, NC 

★★★** 


Dear AH 

We're finally getting some good THIRD 
REICH articles in the G EE ERA L. e.g., Dave 
Boitgcr & Jeff Nurd land’s recent ones. Gentlemen, 
keep them coming; there are still plenty of 
strategies to he explored and written shout yet, It 
only 1 had time to write and tell you about ihe 
strategies I've tried (which didn't work), 

I've found THIRD REICH 10 he most 
enjoyable by mail since it gives one a good three 
hum* enjoyment about every two weeks. A welj- 
played ftl gamc can take a while, so if you don't 
have ihe time to allocate, I suggest you try it by 
mail too. I'll be glad to share my pbm system with 
anyone who hasn't yet come up with a playable 
system just drop me a self-addressed, stamped 
envelope. 

And now 10 get a gripe off my chest Ml The 
indexmg system that many game companies are 
using is a disaster: one need* an indexjuxt to find 
something in the index. Rank-ordering the rule* 
by number is. useless unless one memorizes the 
number of the rule. Sure, the way they are set up 
n aw is a 1 ogica i system (Fu ndamen t: 1 1 R 11 3es, R ules 
of Infrastructure, Rule* of Mechanic, etc,), and ii 
make* for un attractive visual presentation, but 
when it comes down to actually using them, the 
system doesn't work, that is, one can find the rule 
faster by paging through the area s>f the rule book 
where he remembers the rule to be, than by going 
first to the Organized Rales Index. In my opinion, 
the index should he alphabetized and each rule 
should be followed by the page number, or page 
numbers, on which information about that rule 
can be found, t consider myself a veteran SR 
player and still have to refer to the rules quite a bit. 
I'd give anything for a good, old-fashioned, 
alphabetued index (except my THIRD REICH 
game). 

Ron Magazj:u 

13 MacF’arlan Ave. 

Hawthorne. NJ 07506 


(ilS'C the indexing system used in SQUAD 
LEA DER a try So far the response tu it has been 
v#rv favorable and ti makes an extremely 
comp lit ated game quite p lava hie. ITV are stand- 
ardising our rales Indexing for future presenta¬ 
tions along either the SL approach, or the 
Alphabetical outline system which Rands Reed 

favor$. 
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THE GENERAL 


READER BUYER S GUIDE 

TITLE GETTYSBURG *77 Edition Sifl 

SUB.JEC J Tactical Represeniafion of the American Civil War Battle 

GETTYSBl 'RG '77 garnered 4 cumulative worn Alt guile currently being published in this 

rating of 104. which placed it 2Jlb among the ,17 vital category 1 . Ea^e of Understanding was nnly 

games rated to date. GETTYSBURG 77 is a bit slightly belter, lying TOBRl 'K lor -15th place 

difficult to rale because it consbits of three . again ahead of only These ratings are 

different versions: Introductory. Intermediate^and totally unacceptable for a new game, and well 

Advanced, That. In itself, is not all that revolution’ have to make signiUcani improvc-meni* to 1 fto 

ary, hut the fact that each version ui ili-res a totally rales in the second ediiion. 

different game system is. Usually advanced iflHAT THE NUMBERS MEAN. Put simply, the 

versions just add more complex rules toan already results can be considered like this; Anything 

established game system, bur in GETTYSB< 7 ?G under 2.1X1 is pretty darn fantastic. Scores ranging 

77you learn an entirely new-game when you move | rom 2-3 are except while Js must be con 
on to the next level. This caused considerable sidered good. 4 through 4.5 would ba considered 
confusion as raters did n't know which game tt> rate r B h p Wit h the upper half of the 4 5 combination 
or whether they should rate all three combined, considered poor Anything rated higher than a 6 
The Introductory game is far too simple for ffiOtt injures a dire deficiency and should merit 
GENERAL reader* and the Advanced game lar either immediate attempts at redesign or dropping 
100 complex for those seeking a fast-paced game p 0[tl t he line. 

The attempt to be all things to all people probably , 

hurt the game’s overall rating* pErformunee * m rliySiCal ^u:tlity .2,5^. 

The game's best showing came in ihe 2. Miipbihifd ..2,48 

Mapboard category where it received ihe^ih best 3 Components 2.50 

showing to date. A remarkablv accurate, colorful. 4 e r , - , ■ , , 

aid vn„l prmn.val uf the tatilclicld. thcn» P »m 4 Ease of Understanding.4.32 

probably hurt by a failure to identify with type 5. Completeness of Rules.3.79 

certain key positions as well as i be general lack, of 6 _ Play Balance.. 3,07 

terrain effects on the play of the game. The only ^ Rj-jJkm 2 df\ 

other superior performance came in the Realism ' ' . ' ' ' 

department where the game ranked 11 th overall, “■ Extu(i i nitfiil Level.3.R2 

On the debit side, the only worse performance 9, Overall Value.3,21 

in Completeness of Rules belongs to the now Game Lenffth 4 hr. 36 mill 

defunct 1914, makmg GETTYSBURG '77 the 




RICHTHOFEN S MANEUVER CARDS 


Vo|. 14, No. 4 of the G £iV ERAL prinlcd a 
variant fur RICHTHOFEN'S WAR which 
fealnrcd (he use of tt deck of 27 maneuver Cards to 
augment ihe mechanical movcmcnl system tint) 
add a degree of uncertainty and excitmeni to ihe 
game. Not just a random luck element, use of the 
maneuver cards is dependent upon such factors as 
turning ability, attack position, und pilot skill. 
Using the maneuver cards one can more vividly 
execute the classic maneuvers of the day: Barrel 


Roll, hailing Leaf, Rat Spin, Immelmnnn, Lppp, 
Nose Dive, Side-Slip, Tight Circle, and Vertical 
Spin in an attempt {nor always successful) to get 
on I hr enemy's tail, rather than Just trade shots 
This 27 card deck is professionally illustrated und 
printed and available from Avalon Hill with 
instruction sheet for $2.(Hi plus usual postage and 
handling charge* Maryland residents please add 
5% sales tax. 


IN 


AUGUST 


COMING 


UP NEXT TIME 



AI K A SS ALII ON (It Kt L. M VI T A: 

<J: Where docs Crelorce HQ start, C’anca nr 
Suda? 

A: Canca. in eit her hev. ill player's choice. 'Sud.i' 
h a mistake. 

Q: Is the 'Sea Movement and Combat’ example of 
play correct? 

A: No The Allied 2-2-2 unit in the example 
should be a 2A-T 

(J: Where dots the HMS York counter set up'' 

A: On the red dot in hex F-2b tnot F-25J 

Q; If a German 9-9-4 parachute battalion is 
defending, suppose the Allied player obtains an 
'EX’ result ug-iinvi it und chooses to remove only 
one attack strength point Must the German 
battalion break-down and eliminate the one 
strength point HQ unm‘! 

A: No. The German player has the option of 
breaking down the battalion, he is not required to 
do so. In this case, the German player docs not 
break down the battalion und consequently loses 
nothing 

Q: Suppose two German 2-2-4‘s attack an Allied 
2-2-2 a nd u coastal artillery unit i n c he same hex at 
2-1 odds and roll an 'EX’. H the German player 
removes one 2-2-4. the Allied player must remove 

the 2-2-2 What happens it the ..ft player 

removes both 2-2-4V. ? 

V: Since all of the defending units aie totalled Into 
one combined defense strength, the Allied player 
removes hoth units (3 + 0=2t if the German player 
removes one bl -4. If he removes two 2-2-2’s, he is 
simply wasting a unit, 


i}: E bomber strength halved if the unU AA unit 
in range is being bombarded by other ail units'? 
A 2 V u s. The eff cc t s o f A A u n ils a re determ i ned at 
the moment the air units attempt to execute 
aircrali missions. J| (he AA unii is neutralized 
before the bomber units execute their bombard¬ 
ment or air support missions, they are mu halved 
ll ihe A A imii is still functional at the moment the 
bombardment atiack is resolved, the bombers arc 
halved, This would hold true even if the target for 
the bombardment mission was the A A unit. 

11 there are five stacking points uf German 
in fun try occupying Maleme Airfield at the 
beginning of ihe German player segment, how 
many an landing units may land at that mrueU 
during the air landing segment';' 

V Only one stacking point may land that turn. 
Ait borne, air landing, and sen movement unit mo\ 
not overstack un llreii initial piavement or ibe 
mapbourd. Vue ihtil l his is an exception to the 
slacking rules which apply only at the end of the 
movement and combat phases Airborne units 
that drift and overstack are not eliminated until 
the end of the movement phase. 

Q: May the 42 Coy RE execute demolition 
procedures while loaded In the truck unit? 

A: No. 


Third Reich 

Q. Mu*l the Sen Escort lor a transoceanic SR be 
based in the port of embarkation'? 

A .Yes t li is is w by I ho Na vu I M o ve m an t Phase is 
so important even if you only plan to use your 
lied (or Sen Escort. you slill need to plats abend 
to hiivc it in the right ports for the SR phase. 


AVALON HILL RBG RATING CHART 

The games are ranked by rheir cumulative scores which is an average of the 9 categories tor each 
game. While it may be fairly argued that each category should not weigh equally against the others, 
we use it only as a generalization of overall rank. By breaking down a game's ratings info individual 
categories the gamer is able to discern for himself where rhe game is strong or weak in the qualities 
he values the most Readers are reminded thai the Game Length category is measured in multiples of 
ten minutes and that a rating of 18 would equal 3 hours. 



O 



n 

c m 

o rj 

n? 


m 

Q 

9 


3 

< 

■= 

1 

a K 

3 1 

< 

£ 

% 

fli 

i 


c 

v 

< 

rs 

S' 

& 

O 

c 

■u 

< 

D 

r. 

a. 

T3 

□ 

>0 

l 

iu 

3 

e£3 

c -a 

3T f 

ft 

- 

ft 

£ 

cc 

S 

□ 

I 

3 

IS 

1 

® 

3 

V 

>D 

i 

5 

< 

Ei 

B 

re 

r 

b 

~ 

D 

CT 

1 RUSSIAN CAMPAIGN; 

2,24 

1 98 

1 85 

2.02 

2.24 

3.07 

2 78 

2 41 

1.78 

2.07 

28.5 

2. SQUAD LEADER 

2,25 

1 97 

1.85 

1.82 

3 58 

2 94 

2 36 

2 02 

1.82 

1 92 

13.5 

3. W.S & I.M 

2.34 

2 40 

3 07 

2.38 

2,88 

2.39 

2.07 

1 85 

1.88 

2.10 

9,2 

4, ANZSQ 

2 36 

2.11 

1 74 

1.94 

3.74 

2 88 

2 62 

200 

2.09 

2 15 

217 

5 PANZER LEADER 

2.50 

2.41 

2 17 

2.34 

3.65 

2.60 

2 67 

2 19 

2.34 

2.20 

13 1 

6 RICHTHOFEN'S 

2 52 

2.28 

2.62 

2 12 

2.63 

2.94 

2.60 

2 66 

2,39 

2 45 

6 0 

7 CAESAR—ALES 1 A 

2.53 

2.92 

2 71 

2 78 

1.71 

1 85 

3 36 

2.64 

2 71 

2.07 

27.9 

8 1776 

2 56 

2.16 

1 76 

2.45 

3.27 

2.62 

3.08 

2 72 

2 63 

2 36 

334 

9 3rd REICH 

2 57 

2.12 

2.47 

2.34 

4 15 

3,22 

2.59 

2 24 

1 95 

2 05 

34.9 

10 PANZER BLITZ 

2.58 

2.00 

3.00 

2.03 

4 03 

3 00 

3.06 

2,05 

2 07 

2 05 

14.0 

n KINGMAKER 

2,60 

2 26 

2.84 

2 34 

2.83 

3.07 

1 86 

3.65 

2 14 

2.41 

20.2 

1 2. DIPLOMACY 

2.60 

2.35 

2 26 

3 13 

1 87 

2.39 

2.09 

4.57 

2.30 

2 43 

32.6 

13 CAESAR'S LEGIONS 

2 64 

2.32 

236 

2.31 

2,14 

2 23 

3 73 

3.05 

2 86 

2 73 

13 5 

14. starship troopers 

2 67 

2.27 

3 11 

2 07 

2 43 

2.70 

3.57 

3 39 

2 20 

2 32 

17 3 

15 ARAB ISRAELI WARS 

2.6S 

2.34 

3.03 

1 .86 

3 31 

2.70 

3.57 

2.31 

2 , SI 

2.52 

13.5 

te CHANCELLORSVILLE 

2 68 

2.62 

2.57 

2 45 

2.26 

2.52 

3.43 

3 07 

2 55 

2.64 

18 8 

17 VICTORY—PACIFIC 

2 70 

2,47 

2 36 

1 35 

2.21 

2 79 

3 38 

3.91 

1 94 

2.53 

18.0 

IS FRANCE 1940 

2.82 

1.75 

2 05 

1 85 

3 30 

3.25 

4,05 

3.00 

3 40 

2 75 

16 0 

19 JUTLAND 

2.83 

2 84 

_ 

2.39 

3,27 

3.06 

3.24 

2 53 

2.61 

2.67 

20,7 

20 LUFTWAFFE 

2 87 

2.41 

2.91 

2 04 

2.86 

302 

3 73 

3,41 

2.82 

2.64 

24 2 

21 MIDWAY 

2 88 

2.75 

3,12 

2.56 

2 78 

2.90 

3 66 

3 08 

2,37 

2.73 

15.7 

22. AFRIKA KORPS 

2.90 

3.04 

3 10 

2 92 

2 12 

2.29 

3 39 

3 57 

2 91 

2 77 

13,5 

23. ALEXANDER 

2 S3 

2.99 

3.21 

3.19 

2.55 

2.98 

3.43 

2 76 

2.43 

2.86 

12,7 

24 ORIGINS OF WW |i 

2.98 

2.69 

2,58 

2 80 

2..00 

2.22 

4.00 

4 06 

3 11 

3.40 

9,6 

25 GETTYSBURG 77 

3.04 

2.52 

2.48 

2 50 

4 32 

3 79 

3 07 

2 46 

3.02 

3 21 

27 6 

26. D-DAY 77 

3 07 

3 72 

4 54 

3,69 

2 19 

1 94 

3 00 

3 19 

2 94 

2.44 

20.2 

27 BLITZKRIEG 

309 

3.39 

3.28 

3 30 

3 14 

2.89 

2 25 

3.67 

2.81 

3,05 

24.0 

28. TOBRUK 

3.10 

2.85 

4.68 

2.13 

4 32 

2 77 

3.06 

2.11 

3,00 

2,96 

21,5 

23. WATERLOO 

3 .IB 

3 29 

3.27 

3.11 

2.01 

3 11 

3.27 

4 32 

3 21 

3.01 

16.2 

30. WAR AT SEA 

3.21 

3 18 

396 

2.74 

1.74 

2.35 

3.73 

5.12 

2,93 

3,15 

6.9 

31. BULGE 

3 21 

2 93 

2 80 

3,31 

3.08 

3.40 

3.53 

4.11 

2 81 

2.95 

20.0 

32. D-DAY '65 

3 43 

3 72 

4 54 

3.69 

2.56 

3 09 

4.33 

4,50 

3 60 

3 56 

17.8 

33. STALINGRAD 

3 44 

3,43 

3,74 

3.40 

2.07 

2 52 

4 37 

5 15 

3 28 

3.04 

20.0 

34, TACTICS II 

3 51 

3.43 

4.30 

3 59 

1 45 

2 18 

2.32 

5.57 

4 59 

4.20 

11 6 

35. 1914 

3,87 

3 18 

3.40 

3.26 

5 46 

4 32 

3.86 

1.95 

5.48 

3.86 

55.0 

36. GETTYSBURG '64 

3.88 

3.59 

3.84 

3.64 

2.68 

3.39 

5.08 

4 51 

4.34 

3.98 

12.5 

37 KRIEGSPIEL 

4.04 

3 77 

4.20 

3 85 

2 13 

2 94 

2.93 

6.09 

5.20 

5.29 

9,3 

AVERAGE 

2.92 

2.73 

3 02 

2 70 

2 79 

2.82 

3,24 

338 

2.90 

2 84 

19.6 
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Vol 14, No. 5 of the GENERAL polled a 2.77 
cumulative rating which was a 24 drop from 
Vol. 14. No 4 but still above our average effort 
The individual articles fared as follows in our 
1 200 poi nt scoring system as based ona ra ndom 


sampling of 200 readers. 

SQUAD LEADER First Impressions. 357 

SQUAD LEADER Historical Commentary . 315 

The French Are m. 119 

Q a me Design. Art or Science . . 103 

The Fmal Line ,. 9t 

Away from the Combined Fleet. .. .. 59 

Passing In Review 53 

The Early Years ReexamrnecJ 50 

Of Bugs, Beams, & Breaches . 31 

Avalon Hill Philosophy. . . , .. 17 


The Third Annual Greater Los Angeles 
Simulations Convention will be held June 30, 
July 1, and July 2 on the campus of CSU 
Northridge. Tournaments, miniatures, and 
Super-games will be featured. GLASC III will 
also host DipCon XI Admission is £2 for pre- 
registration and $3.50 at the door Dorm rooms 
will be available Make checks payable to Fred 
Abrams For more information write to; CSUIM 
Simulation Gamers' Assoc, r P.G. Box 163, 
Northridge, CA 91328 

John Hill, designer of SQUAD- LEADER * is 
scheduled to be the guest of honor at KAL-CON '78 
September 2nd and 3rd in Kalamazoo. Ml Many 
board game tournaments and miniatures games are 
being planned. Details are available from Tod 
Kerschner at 616-327-6420, 

THE CITADEL, a hobby shop in Groton* CT* 
is sponsoring a RUSSIAN CAMPAIGN PBM 
tournament. The format is envisioned as a field of 16 
entrants in single elimination competition. Each 
match will involve a double game (i.e. players play 
one game as the Russian and the other as the 
German) played simultaneously using common die 
rolls for weather and Archangel replacements. The 
winner will receive $100 worth of merchandise less 
shipping and sales tax (CT residents only). Entrance 
fee is $5.00. For more details send a stamped, self- 
addressed envelope to; THE CITADEL, 171 Bridge 
St.. Groton* CT 06340. 

The RHODE ISLAND MILITARY MODELERS 
& WARGAMERS ASS N appears to have their 
act together too. At least President Leo Walsh's 
professionally printed card gives that impres¬ 
sion with its motto 'With true understanding 
comes the ability to avoid actual conflict. " Those 
m the Rhode island area looking for organized 
competition should contact Leo at P.0 Box 7, 
Shan nock* Rl 02875 

The PLAY-BY-MAIL Systems Exchange Club 
has been formulated by Lee Bardwell. To pin, 
just send him a PBM system for any AH game in 
which a PBM kit is not currently available Also 
include a SSAE and you'll get copies of other 
systems sent in by other members for other 
games. Contact Lee at 169 Homestead Blvd., 
Mill Valley, CA 94941. 

Those sending in potential contests for our 
puzzle editor shouldn't expect to hear from us 
until we've actually published your contest 
situation. That may take several years in some 
cases as all puzzle submissions are filed 
accordi ng to game and judged only when we are 
looking for a contest utilizing that particular 
game. Readers are invited to continue to submit 
potential puzzles and suggested solutions in the 
future Remuneration for published puzzles will 
be paid regardless of when they actually are 
received. 


Infiltrator’s Report 



Every once in a while excellence should be 
recognized andcompames should pay tribute to 
the players instead of the other way around. 
Such is the case here as we salute Charley 
Cottle (above) for winning the prestigious armor 
miniatures and Outstanding Tactician award 
three years running at ORIGINS. Yes, Charley 
plans to attend ORIGINS IV in Detroit to make it 
four in a row. 

We must extend our apologies for not 
responding to all of the hundreds of volunteers 
who offered to playtest our new products We 
were simply snowed under by the number of 
highly qualified and interested gamers. We truly 
wish we could have used all of those who 
volunteered but it just wasn't possible. Thank 
you for offering and we hope you'll be |ust as 
interested next time we take applications 

The results of the Best Game Awards voting 
in the British magazine GAMES & PUZZLES 
once again found Avalon Hill games in dominant 
positions with three making the TOP 20 list 
Heading the list for the second straight year was 
DIPLOMACY followed in the number 2 spot by 
KINGMAKER Rounding out the AH representa¬ 
tives was ACQUIRE in 19th place following a 
year's hiatus from the Top 20. 

Empire: A Complete Rufesbook and 
Reference Source to the Napoleonic Wars 1 796- 
18I5 r by Scotty Bowden (1977 edition). Empire 
Games, P 0, Box 5462, Arlington, Texas 76011 
$10.00, 101 pages. 

Although aimed entirely at miniatures 
players, this is a book that will prove of interest 
to anyone interested in wargammg in the 
Napoleonic period, primarily because of its 
excellent descriptions of the armies of the 
various combatants. Without going into exten¬ 
sive detail, suffice it to say that EMPIRE is in a 
scale of 60/1, and suitable for 15* 20, 25 and 
30mm figures. The author expects that each 
player will generally command from a division to 
a corps, or from 15,000 to 40,000 men (250 to 
700 castings). 


All movement, fire, and combat in EMPIRE is 
simultaneous, with units carrying out pre¬ 
planned orders as designated by the players All 
charts in the game use 20-sided dice for results, 
with fire, morale, movement, regimental integn 
ty. ability to form squares, close action, and 
much more The rules differentiate between the 
fighting and organizational structures of the 
French and all of their enemies, as well as the 
minor countries (in what other set of 
Napoleonics can you find rules dealing with the 
Turks?). Each battalion or squadron-sized unit is 
classed by its size, fire value, and morale There 
are also tables showing the maximum percent¬ 
age of each army that can be line, light, 
grenadiers, jagers, etc., with quite a bit of detail 
(the Austrians, for example, can have 9 different 
types of infantry and 6 different types of cavalry) 

Each nation has several pages of commen¬ 
tary devoted to its military system, which is most 
helpful to anyone seeking an understanding of 
why that nation’s troops fought as well (or as 
poorly) as they did 

In summary, this is an excellent reference 
and rule book for Napoleonic wargamers of 
every description, and well worth purchasing 
The only criticism one might find is in the 
incredible number of spelling errors, 


NAPOLEON AT BAY: 1814 

By F Loraine Petre, Hippocrene/Arms and 

Armor: 1 977. 21 9 pp 

One of five excellent military studies of 
Napoleon's campaigns; this volume was written 
in the early years of the present century. The 
author belongs to the pre-1914 school of 
detailed narrative historians, and this work is 
one of the best accounts of the campaign of 
France 1814 available. Petre deals at length 
with the military and diplomatic events of 1 814 
Included is extensive data on strengths, move¬ 
ment and organization of all the armies involved. 
The maps are precise and adequate, and 
enhance the work when continuously referred 
to while reading the text. This book is a must for 
all Napoleonic enthusiasts, and in particular, for 
those interested in the 1 814 campaign. 

Available now from Hippocrene Books, Inc., 
171 Madison Ave., New York, NY 10016. Price: 
314.95. 

GRIPE DEPT: Those of you sending in 
Opponents Wanted ads which are not printed on 
the proper form or a photocopy of same are just 
throwing your quarters away We will not take 
the time to rewrite your advertisement onto the 
proper form for you. Those not wishing to send 
coins through the mail may make their 25 0 
token want-ad payment in equivalent amounts 
of uncancelled postage stamps Readers are 
also cautioned that "for sale" type ads are 
accepted only when they apply to discontinued 
Avalon Hrll games. Any non qualifying ad will be 
rejected without refund 

The winners of Contest No. 81 who detected the 
missing German squad and came closest to 
occupying and defending the stone buildings 
necessary for victory were: J Stahler* Silver Spring* 
MD; 8. MeiseL Balto , MD; P. Polli* Palatine. 1L 
J. Wirt* Chula Vista, CA; P, Carev. Rockaway, NJ; 
J Alsen. St. Paul* MN; J. Wells! Seattle. WA; C 
Farnum, Holt* Ml: O. Nolte, Ridgewood, NJ; and 
P. Koch, Lincoln, NE. 
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Player anil pinner *eeb poirj, III 
Hi'Ch 1 1 IHM ''III (nUeh 
AREA riiLtd t Lirne (it it In flteif DiO*d Mu> 

F-D B"Vi M2. \ITirrl \ il le AI XWJtk STtjBi 

' aTT'•(• 'Ak m: ML, *V 

TR(. JR. TUB THnpmi RowImp Jt I 1 |t,.t. .'.' 
(nil I11U h, -M33II33 _ 

lun viidmji jJ'jIi gamer* warn Muslim’ m 

'ippimenlv Mir mini A11 game* {ciprfinlk lhotr 
il In.'- uilx-. ifr imowicrl In Wwlguine st-idiuM, 
,-lubb Joel W linmvev. 21*3 IldLef I riiflt- 
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PKnMa.jeif.FMW ol I Li LAlt iiroj i'-j n 1aj vim 
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IOMIH TlijJtill _ 

Warned General Wl 11 Nu h W| II puy nip five 

inr ||i »n) ..ulkli Imii'i briid vnur uncu Jest fit nil, 
Rome L fr*n \l JMJKI. 1211 > 1 JH4.I2U. 

W'luie flflr* rvrtloi clit'iifl. 1‘hm. nl. Knit l.ft 

Uni:. I'll. I'I . RW, 'IL, SGI. J eudal uiUee* 

•Ut&'A i.ilL-d . Murk Ch,Meriden, 1WH F 

flfiiadinnr. Temp:. A/ M-—^2, TliaWlD _ 

fnfflpHpm Ur nuiilcd III FTD, E'r’jfl. KM. 1 W, 

Pl„ 17Tft, Sl I m JH J. M I', W as-II any *1 me 
J”il may linin' AHt‘A ruled, pniuhle pbm F'ele 
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IMJ7I >0lj.M2ls 

Desire opp 1R ML PU MW MIES. -u|„ift 
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Juchton, Cfl.hoL, AS 1JCi2,J 

AREA ruled phm Ml. TitT6J, Lrud '74, aIjC. 

□pLvihme Bills ARIA I mint) HI liakctfld rtf Imb 
nn ink’ll en.nipli i" 1111 kk tht gu.i me need upplv 

I MOIL Vriidt. AI'DS T , (.'A *,Jhfr 

ft am phm. -if I it opjsoneno in At. KM 

ft ill learn Hiker parties. Ati * 1 . dishun ike dav area 
M-J404 r H i"’.|: krtHI Murk R11 hkin. W F hirin’* is 
Fir , Her L tig. L'A H4~Rtll, H43 jC^H. 

Aliew h Ml ptilh .'M'l.mjkl- wmilcd I Ilf ARK A 

riled plat- in BU DIF, Jut, I.W. J'L.. ERt |f| 
Jun'r Iij-c li| u. ilk gel ul vpliL It Kutsfr 
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RnJuiuut | nrw. ( In un. F A a I’>10, iTMl 
_ _ 

Aduil A K F A I SHI llhih I"-is k limi-w: tit. I ehiH>e 

bide > llll I k£ AlL/ni nllLii-.r ,nXI phullp 
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SfU 21 - I „U Alii A pluifr ... | ft 

TR( nr Ik lUmrk. lilt Fill Apt fleelfcle. uill 
kmII lU^rfi. All lellLi-b unbftrred Uimunl A 
Guild 1* iu. p.O. Ikis JCHM, (dePdnk. ( A 'FIBIU 

ftoniCed In pliii. III. nn> fanpc ynu or I uwvp. 

Hi 1114I1I M A hep xi:» \art Gindnh Si 
Lukotciod f.A ?»Q2I j. 2J.2-'/JfiA _ 

Adult plmer peed-, plinMiplhiixiili In- 111-1/ AR 

I'H IFF) und I.IV W|)| fL| cider All V 4ipe> AJ-e 
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NnviH Mil A NJCI | p re Ipn i-LL-k, 1 uted Ak. |iF-„, 

u-lh dppiiiwm ftllll -Inular -kill-. StLei-n l aker. 
"25h Eunrudtp fniil. I.iu Aiipuk^ L'A v.miiH 
IJIJSKAj.iTfll 

IS 'l T' nld ft ill n I Ai ft t rt;. I 1 ) , 11 ! A SI AS ™ 

IR JOB, Cm, p Win 111 Shi didn'l Ihm- l J H Ik,I■■. 
Dip, HB, AK.Tnc II. Allan, Yfunif , I 1 (1. line lid. 
E-at CAkift. L'A IIWI.ilHlll ftldi-Mj?7, 


1 pl*yei " 

ftarnunieb Alun M-irrjuip iN’l l.n| Act . 
HullVftw.it, k'A djjtn. lJI.il 7iiB-?t*3. 

SptJ hi e,pp 1 rpepiTiir (■ fiZIm 1111 pS i•. W|llp| H j mt. 

LiHi-ir -L'alr nr perird Am 2fi Sr> InnplKilun nr 
illiivf upM play 1 mi h!'"Sl i-hlv |A-u< Sieve 
Harper His W F’llLtn, Orange, (’A ■M2fc*S. 1?IJJ 
__ 

AJul| nl,.’er inviunp mper pldv-cf, 1.-jnjri It'.sf 
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him Sttbe Sjiijukn Ilk F4*Fridue Cbi-cV, 
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mvoft-nbll l ur HIiN. >*i|lipf nupdiiCOLctor'Drad. 
Vi-.i ART.A ruled Inc UnFiinmn. 13 Euflil A| . 
Sew Haven, tT dhi 11. d34-3W _ 
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J F. mi 1 Vj , i 11J) uAv-Jjimi _ _ 

Vlemhcr- ftiuled Mr InltTmici-arul Liunien 
Assetiii ion I'I’m arid IlI. Cnth pumll: Uir rath 
-ftCnry"! Eher 1III.DFRI in prt.'Lt 11 uaided III Him: 
vears- Send \ASL. Pnu| i. [leJ olpu, tul Cnlum- 
hinr. F.lvIr. II WJJ3I f.H JF dM-l2-i7 _ 

ptui Afc lie Rjifj llyie- i Iriendi ft|io uain in 

phi , Nr|i t\l nr KhH Riimi iio Tilesdny ormnus 
Joe Scelfe-p- 3J4 ftT|»hLnfvip (Hvd-. Cti^ Park. It 
H1W3, llRvIJJl _ 

flelp frid feba fn iiV p'un, A*i T-rad-JltJ, I RL , |.ft 

jihns in Nl AREA ruled Mike McCIrnlli (I 
Maepubter Eipie. Verm-uL Ddk FL. hikn. iDiFy 
3A7-mad. _ _ _ 

ft’sidtit ARFA ruilirn.riii.^ii.-inii HIM 11- II (Uhie. 

At. Send opening nmve. Me AREA HAll Fd 
riled. urLFJWd iiuiin in BkusIhihRlon urcn (iu/y 
ftiurhouueun, H7 Cftmju*i Vnn Apfb.. 
Hi-ieimusiilun. i S j 7Ali 1.1H F !> JJSi-ftWA 

Arii"’p7^TJ|i:ftr 1"mn M L.v Hivt MukH.- Huh 

ft't'rf ufft, kiokin* 1 Im rump Anv oilier elulh, m 

He*’HI. plMn 111,1,' '(|f*d mu..1" -n l*H 

I'envaisdo CanbetouA. HW Huruiisgi-m, Li.rjvewe. 
I. ATCIItth ,13 i;.|d» L l-Hide __ 

Adu 11 peeifi,".A R[: A'-ipp*iof"p l 1 l-.r pfirr, | r4U, I u- 

ft'nr At. 'lirwl and 111 Clue ItH, iinad 1Vn E 
Ropuld ||. H4 *i. 2211 HetmiUot Way, Apt II 1 
Speedftue , IN 4A224__ __ 

Adllll iL'tka phm jhlm-Tk isl Alft , At I j'du, I ft 

Mhd, Dhi. SS I. I AC. JH ARI A IIU AllleUrrs 
sniftered- John lltjnrich, Apt >n> ('earD«hard 

I -IrilBk OlJdll-.Lhli.Vft 11. tv 427111 |«2] 737- 

Iddh _ _ _ 

I'H ..IMP a. fblhtl iklr. Ml Iflom Ilml.Ti wTrCn 

played tunictuuvu nr eutk’drrenl. Phm uny 
A UFA I.m IMPI. 1S23 Rtd Kild In hr. 
Shwvennrl. F A 7| 1-fiH- C3licr cs'dtg? _ 

l r no'"l , 'uJi, Wul trieg uml SI iftaT lur liiii oi 

AI1FA All lehurn, ansftsfied. IiiIid Perev, Rl J, 
Ik,.-. '>43, JCj-.cIjiiO. 1 ,V Hi,I'M, yjO*j I '.T-fiVJji_ 

Will phm m. MU. I Ml At iim like-.' Hvun 

Sehrdty. 1 h l 'ii Rune roll Hull L'Ssa Ahnupiiln, 
^31*12 _._. 


Aduli puniei wsnli jlT-inf ufipurscuLi lur Riaia 
Canip Rhln nr III Will rln> rtlsd ,.r imraied 
fama , My Aidl-A ruing; ISUIF VA illulsofonbiiier 
php Michiftl Finn in 7 a EdniMn-lMis RJ 
L.rrrllhell, Mil 3H*Hl. Mmi i ,Ui-jd M _ 

AREA raifd 1473deiifeaphni Pan, PI. Send listed 
btxnarim and vmut etlancr >i| side-. 1'idrl 
itHpMifPit ruled IRK1+ Rid Mytrt 32J tiFvpilntfi 
Mr, Reiitericoftn. MD 3M3h 

1 u ll> bcrkmi jihin 1,'ippiVhenn* iot llve"ii.i|ltift NIR 

fumui Alft PblUf, GST. Send ltd relundabb 
tM, 1AC DIM trndfjtmlM SlMiicluiyi* I mm 
Cieeilmvun. Siliyr Snnnu. M ft TttMj.'i. 

Anyheidi in ii'iich A one a ru mb I Cndoiy m- 
LtrubCMl ip ronoblf clnh? II ap. cumLacn Thctneu 

Hklilh,«MSu*0Dk)h'tIII Rd. I,1„.’ I . I 

MU 3iH!ftF, elfin Jc.LMIlF __ 

Siftk AREA plavei liSikiiby h-r ruled 111 faux— nl 
dlihim u,nv AH fame Alft'. Ak*. MU. PM, PL 
L 1 7f., R ft', S I. SS I JR .ospK lu l m Mcv ft hi. Sel h 
Often. ASM Elm Si . Dnrimnuth, VLA.H27411, i'6L7| 
«7.ThtM_ 

AVernee iion-ruied playfr lookmp tor u (ibrp 
oppoptai for PR and 1'i 1 uil. I.ie I HC.di.m'1 r:ph 
il ) mu L r an> le—f All letlen anifttied Lias* 
L.nniisilie, A7 Crem-h Sl, ftf-jlleld. MA fiRIKJ. 
MI7> IhV04ji2 _ 

Oppopuni uauind r.b phm I ul IRf hied m 

hUlyirts ft ill, same opponeui. hurry. Scmli 
(J k-saneu, ;s* SehiKil Si . ft hirninfi, 4 ao2.1h2. 
Mh 447-17.12 _ _ 

ft'unled III uppujienLS lor At UH FLU, I pi, | ,e. 

Ire. Ill | pH, ft iv I'H VII K L mils fiivy, Ir , 31 
Robin Rd Wu tee iter, M A a 16114,1 h I ? I VjdV atj 1 
ft’uni mjijll oprvirVeuLt lor phm ftGFSf Deaipn 

uivn biseei. Alsu phnv Ale*. Its. utuJ Cm 7T. Jim 
A'vdcruir,, flip, J4ftin*iiod F.rv. JlipnoH Ml 
7A7-IMV? _ _ 

J-:i play iu 1 ■>!■■. Brnl At liiii; mi WTF kml 

UppiHVrnti devperaleli. um uverage- player Paftl 
I Under. 3SJ Rivr« Si . M ill«du 1. SI I 44247. | V171 
L^T-JUJ. __ __ 

Atefagr |ft*yer ftiinis phm uny AH (jume. I'm 

lopkipf 1 or rcliaht -ifipmseni > si 1 rcplin u ill U; 
inoftercvl AREA ruled FJill 1'artin.vuji, Ifi2d 
JSippefiree Lune L.ij—jiij. SI I 4*112. IM7| ukft. 


l id'll _ 

ftui'ked phm .ip|i.,iiivnlv Im MM und iil-n Hint. 
I'm 11 beypntier pt T'lJ ft'jtl take nn unvhod 1 mi 
liliir JL Manhfft-. 41143 l : Slnrllev KJ.. VP, 
Mnrnt- Ml 4V543S e-W-2ldd. __ 

Opfopeim nuflftd i-it iviih .1 All fjlhc 1‘hin in 

HulLr Flf inoLhers AREA rpted. Averuje player. 
FV Vis. U^li Cole. ^>7(13 RrflUWLuid. Sen 
Baltimore. Ml 4JAM7, Tti..(W3H 

Jknuub rp.irdcd area Irtm WiUikl Hkc uiayKiify lur 

pbm. L have ft'ut, PQ, At. Mul' (4, £lld. L urjb 
I'^rAluvibiH AJ? Suanmer SI , Olivei. Ml 4yi7h 

ftiuled til in AK. Muj. Ii ft IRt. IR ft MSI, 
neud jt-itui high leh-iiiUiruMer -ipR "koi , cimvkler 
lilyvfril a Fun In field .gamer PiM CiilUfii, IIJLil 
ft nodhdie. heJI.ird Ml 4."2 ,'i 1 111j 

Aft FA 14-lcl ad uh ftiinl', raLtd phm game* in ftai. 

.1 nd II11 L Frit LpSUVr raeh vulr s» wild ri- I iik *ixl ft ||I 

li in-ill all ynmfi Art I ariRau. ’I'iJ Ave .V Apr- 2- 
D. Hpf.nelbrfd Ml-WIII 3. (Wit 4fr4-SO:d 

S!eft AllT.A J2CHJ U.JIIE phm 111 A t HHILMr., .1 >'l> 

iul M, I ft. PL., OruVi, SSI, ft'GIM, FJuuid 
lerpio. e o HALT, SHUinil.-Sd limiee. tlI 4S7HI 
C'XH.i rvf1>4HUP. 


I t.ni'l url uilsiujili 1 ft'aiu rrniff p hnri lUppmieraLi 101 

I Rl Ruled pumev firefe, led Am uduli. ARE A 
I2IHS I'll give you 4 pLi.-J grime, wish'i ifuai ft-irv 
i-hTIlirri. ;.DIP k'ifjiniM line. Ml uHI3‘4, iMJ, 
__ 

Jklpl 111 dpi",hrnl WunktJ ftillrla>3R Anr.HP 

in anv All ft'ft 1 11 fame, ft'id leuru tveu, fingv 
AH »\'L nl 4 ',e,m. Milehrll B*Ik4i. 4*422 
Feathefvhipe_Ruljt L min. MI 4^1*7 Ml - Ol'll 

ft'uhi in phm ft ft ELun'l h’uie vyihnv ftillipElo 

Lry vuuiv ftepimair at pbiu Ace quite* Tew 1 inin 
nsff ihivufh John F Uiul. XJI S. Kthplem. 
Cebde-mu. M\ 33*21. |Mj 7| 724-3*14. 
n„rn aRFa I^dr-Mninlinir MM. 1 W. I'H, 

'rlrad. TRC, 3R. ft ill answer pfompily. T'rapk 
Cieisith 1 si 'j' Sl . ClntFuilm MS SJTio, 
l2l!ti 254 2*21. 

Trying"u'in"I wicli Urft ivhft Fll CetL tt, SI, 

tM.IVft At. 177* Se(k asfrapeoppniieiLi 13-14 
yw. old. Willing to ictkJi or learn CuH HH2i U22v 
JJ'j Jim Went 41UI Ahdioit Asp. Soiiiti, 
MirLnrap-itis. MS 3A4M?_ _ _ 

ft anleJ Av eriige jil.i set i nt phm I’If, .l R. til j>-L.. 

M id. (ici 1 1. WAS, I'H. Sf A IvU l-ilv levied III 11 liy 
eluh-, r hi n AcFm I;. J 724 ft' J 7i h Ave., Sltakoffee 
M SJ Illy ,4Jj-4 h.i. _ 

Warned: noniruied. pbrn TRC Abtt In 1 RA‘ 

CA1: ft SIM. SST. or you nume 11. WNIiam 
W(Liif|, 22k 1 ’ (iregisiv Rud , dukfuni MSiUVIl 
s*ft-33j7 __ 

ft'hlble j" phrti .ip|xiiKrVlv Inr FtH 171?, RW T-r 411 

OL fl-m uoruiL-d alJ Uriels, -iisesmed Am 
sJeipcrale Koht'ii Shirky I47LF ft'. PmsIiiw 
iNpelfi. Ms Jssill, 1 filHI Hd3-IRjET 

An n rail'd F' B. phin wily A1 ish 1 han one gbmd 

pur upponeoi pk-usr Ijyk f hlMPH. R 3 Blilk'i 
Mil 64TJ0 Hi I hi 47fi-333T _ _ 

Averuje pUjefi ft*piT"|thi>i Inr At. I AC ftllFi 

ufLinnuJ inks, 177*, Rft’. J L L1. Alau Imiting 
l,n phm byteeitit Maee C|i,impso n . W I ir-la 
r.'irele. Crave Cikv r. MQ hJl4 1, 3j7-3B43. 

ftuhLtd phm. ivppms FSt Cl rad, I'H. Wui. Ill Mid. 

AK, RB 141* Age IB, w ith l«i >e*fv espune net. 

hut new ARFA HWI. Inbi SdlMlIc. 316 Vw-ifi 
LUk Sl.. Eldsm, MD 6M3b, I3r4y 3*2-3111. 

S7|l rul pidliL.jilflLef "RJinur Ffl, FI Ur RIW 

fttll answer all mail Aumuel Releher J r JS S 
ftogeiv lodepeodeoce Mlf MfiSu ihidj SS2- 
Il7*v 


ftjr guflip Ml.Ii jHviicx all ugr, p,i sme IMIlxd 
fiivv, ni'. lees or memhertfiip tviKl, |uul eaLI 
AhdTflft Hflle*. *itt| Ft rthh K*nx*t c-iy, Mi l 
MlJt, 7BF-IK4, _ _ 

ft'upid high ruled |t|*ytl L4i.hl+|i. pLy phi,1 Jli. 

TAC. and SI.. Also bflfvd SASl. lor I,ee |i>ue id 
Mippv ,'ihe. IrH 1 mate |1ip L'Jip upK-mngv Troy 
Sr.yde; i~4l.' S 1 1 m t.i t .y.ilr VVD 'iVyl li_ 

Fley ymi Mu r tiurideFS ihiv rs 1 he world wurgamirg 

fl*pi|4| Why l*n'[ HfliMlie RKhI Iiuumrim invnuir 

IU GGT, TDB. Rft. Jut 7* ilaek Canetla, 4l4 
3 u-kc Gliuur Pi Pntfldcrm. ML> 2MI2. 41 T -117. 

Big Slcv ft'ur Ilamers Club ARF.A Ir.lllb- and 

A FVFA 17Hi* 4 nti [|J phm UP, nir, At. Am, BH 


t.el lets amweml. SeW nVrnilwr> walb-onsed X 
C wipry. 1 1 G a . Raul Vium*}. IF S ft 1 (i c 1 
ftTrC-P.D. Ri'.s 311- ft' Vellituvltinf M T jhvMdl, 

Midw-uy Will umpire Mid games. Rrntnrl* 13 

game* m pe-igrev- SAST ler Inlurlmihufi Rkh 
Mokllirir. 174 IN Olive Si . Omaha, Mf fthIJH 
I jU-Jy H*5-*332, _ 

j|d u ll T-..11 U.H'III'I “-nils fll gflhiL’i m Ijv 

V egu. IU iiybrsop men - il h utFu II1 avri 2 H In u-i 
msitl A H an i gait in M l j hdity iv uvsfiage, llavid 
ft F*urLi:!l, P.O, F3m yyer 117. EUnilder (>L.k. NV 
MINV3C Rill 143-2143 

£4 rsLritifliale- iup-noleli Hmnlal ion gamthi 

mle ic'l giuUfi mi ... S 34 I -inkuig For hare 

Liiie guineru, pvuvi hr IK i-rolder. Murk Hihklt, ID 
Maoburv Rd . Siurimialk SFI OTHlD, 424-rj**4 

S'liJi-iMifd itfruge gduli platet ie. 'sT’S'. N.l --:ek- 

Itf F'ly, V ITT 1 MM. I ft , Mur ft SIM altd of hers 
Fbrrt I'lraiL adllU JikUVtfn IK-3J piefErmd. Jim 
VriHim. I*.G liuaJOrc, ClmLnu, N.l DKKlW. HIM I 
73I-5MFT. _ _ 

Tsin.1 u( pUjmg Pip wvUi only lour' ft hr nol try 

phip .veiihl Inr a Free sample -H 1 my Inirtilhly ^iev 
Ion-, ||||h viih-ft’r ihri- hlffudy I t-Unnsv Agobia. 14 
Shadyiidc At e- Uuihinu, N,l D7B2R, 17iH I J>4- 
MLKl. _ 

J|»P Jrrbey ftUrg4inert Atvn MrPVherklnp 13- 

ALI gurnet. imtriLumf rui, urea ruier) opponemt 
OLhui fertuei, AHh B hlftnr, 4J7 hlmorn Avi 
evi. [■Jij'uhfMi 7iJ{172fl«, iJtllj 3£4-2*I* 

Am one lor In' All. Atv Ulii/.'SsT. I 77A. W„i,'. 

IR llavt game will travel Any reaiopabb 
duLante. tall. Sul |_etum. I uvllr Ria;JC Rd- I -ike 
| lopgi.ina. NJ nTMt, tobnvt 

ll^ve He* Cti, pkCelkflfioii'diMi’iM, ukn h.itf 

C-bixil lnvel.il enunten, I misungl pood cuod-- 
Titan Ffir kale, Will lake hest Mflcr like Sandra, 
1714 Jeriime h|^ Fibchthwav SJIKJ.S4 Ill'll 1 Wl-. 
M_N _ J __ 

ft'-lhng te- gumenijvier Pip Inr small tee 1S2.3DF 

Send it'ir y-ftii mu hie iisldrebv 11 fid countryltl you 

w.ah 1 iv pkv L'|l thke fin-i 7 ttpliea. Clul I WnmJhklL, 

!3 M.mmii It. HixluiWiiy NJ IF7B^, ft2J-tD29. 
Rhm uppone dli for uied gauneL I 'm ruieil I AfK? r 

-■ill dhv nil ruled playi'rt AK. RB, DD, Anno, 
R|i|/, ftC, AOt | Haw plitTi bit, SSjj. low 
l.-hi t ii. t tin .' 7 C'AV, A PO- A V QW133 

All HA A H 3 K S rJieilthvr ftift.lR Ike phm Bill;, 

I ft' PB P3 (imd, SL. Khl ft’AI nr Hr i n 
Smtigaei lUfiruny Have luhcf inkx SSgAudy 
.LiuJiinyroh.. DBF M Ell III Ml 1 AFO NV D4U44i, 
Ur 11 - j 44.x |4 __ 

(ipp'inenlL warned. Fhm | il I'id, H f I Re Katie 
Aili 1 . I ft, ciptmully Dip. ARFA ruiett, pud 

eapejvtiie-- Wurg ip ,1,111 PHS1 Juh .,| pyempt 
pvvyerb. Turn Snytiei. IIK3 Jls.hintun HIM Rd . 
fmJnrlLNY IJ7MI, <WI7| 724-2S30. 

I‘4 Vi, ilabueU fiF nr phm nt I dll Hft'.Tde. rFTl 

aPtl Md KL’L'in Hull. J4 I md-tn Ate,. FTural Purk, 
NV IICOJ, ISIPI I7Ml*3, _ 

Adu h -kily 1 I M i ml:,' seam- qvera^f eddih 

wargumer Siupliun Geiuiigei .'I Kiijihiidgr l'i 
N fliiKi M JC RI34 (U.J4J 62.1-3127 

Ary panel 10 NV ciiy - .' Phfii ATft - PanT ff, I77n 

I Rt,', 1 **ii onlyJnhi ARI A raiud. W'lllium K.eali, 
61-MI IlhTmJ Sl Rego Rurk, NJ NJ, i 1174 43* 

IM™---- 

Adull gtimer ueedi I if nppxirw 1111 lor Alft' AlJt 
CAl . (ii'tl 77, PI .SL.. rtTH Amgwulplayeryy.Lh 
17 \ri in 1 he iiobhy Jleo Schrrinef. 471 i S| . Non || 
VglRe Alien Pi NJ' 11 IRQ. (Mhl 12H-3IH2. 

Adull ART-A ryju phpi only Nt-td I>S| hvr Pun 

I nr Ml L' 1 ji-rJ ga-mn M Ll v K, An.;.. R IF. E ft', Grad, 
WalT RC, ft'slM. Aihen Th.ipvai 12tlKintUrrEy 
Mi ft,. SytJi’ute, S\ I 421 * _ 

AREA FilNl Purina Jifedvoppupeoii PBM TRC 

MM 77. AJi. 111 SI.. VV GE M SST1 p C amp LegepuiL 
uffld Any ely-hL n> Jus. L s,.ws itlr kCH lit e el I y,n- 
Jim 111.a, 2l>3 Hoi I man Ll., RJ £, J ark wins |LR 
SC jgyill ,U74 i3IF7 _ 

Phm 6k, ARM unit. I'rcler lUllh hm -..11 pL., 
Hfiyund fiver USHI I'm fdumirvg |« ncliye 
gdnunf pleasr limp liul! I'lrki tnllrgc a®, or 
ahi.ye llflvjd AnlcrbL, P13 Fjita £41J Rgleigli. 
SC j7r.3l> RT2.;U3 f _ _ 

ftamed phmopp.ineni. Im AS.. HU ft''II alvu 

fdiiy III in NJi-J Oifl JI? hlark Rloibm,*27 Peevna 
Ate., AvhlJhltlj DJ4 4-HIIM,'ALI-'Jh'H _ 

r'riiy|siiMi>ii S3l| \ ruled player trt king phm DO 

liliu AJw flf I1K4J Mils ggo'ie 21, yit nidi 
htniPHimdrt Very gixiif ai pameb I've plaved 
helore, Mika Smuih 4|.lP Idle Hcint Cilrlf, 
UntVii-1. Dll *34|£. 272-4>7Kh __ 

I leant a gLsuJ lover ui ihe fjirhorn Ohio men Im 

plflt- Ik. | ft or AI W 1 *11 Ro-HunJ HF-4iraclJI.il 
3i>i pioKsoaj Dr Faifhnrr., OH 
4J124._ 

Aduh 77 yr itkl Peking Tor III -u miisi AH guivieb 
a ud njlierb. ThulHny J SIiilSJ'.. iJSFlH Thntba, 
Garfield Ills, IT 11 4dJj£. 43J-Rlfl4_ 

ft an. iud phpri I... Hl«u ARFA I3IIIT ruttil li. 
irMura-Cyireia, 4 v> Silt er Oub b FJr, Apl k. KftH. 
OH 4434t>, Qjfi:i (■TFI-I2HD __ 

Maixin Co Ohio War lumd dnt peri,id. uny 

L-vei M-m g.imys I r.Mi ('. If ml, 173 P.b lane 
Rd . Maiion. Oil -tDIKE 10Nl (KM-'vIMa. 

•Jildri *rta M» ..phm AK., P Hi IRC. DfJ. 

raled ni unrated ft'irlfllsnphhi ft'SlM n si u hmv 
d syilcili M-ke (Frillin. TJI3 Ponagt Sr. S.ft 
Mamllon, t>H 44ft4p, 4rJft-7i.il3 

LUck-rak 1 Need blood-ihlrry : pluyn hvr TRC. 

F'hnt only, nm hIuii I nit'll fcill (lormpr, J121 

Hjghyievy, ft'advw on p, QH -M 3 I. i2 3 

Not irr pfjytr wnh bruod new phm ktiv »jmIs 

opponutiii. J lay e RRM AK and 'iirail Fred 
Sh.,4maker. II, 117 L Snnh Sa Auv T rh,FlH 
4^40, **7.IVI7 

16 yr. old looikinp |'iw Dip playerb tv I n ny m JO m m 

4ritflnd Pnlllaihl Sits irate I neemm t CslJ me Tor 
informuLiurt. Mfltkui Roitig, 274 ] S t. PdihAvc , 
RortUM DR *T3thr n|4eJ27_ 

Dpgonehi nil mid t4 yr uld vdrs inierrvieu in 
pbm ft'iLhf.g in phi;. UU ft.11 l ull, lilt I'M I 
um -iwb pl.Lter. Jcfl Pancn. U2I RulFfl-r Ni . 
* llenisiwn | Jr A IMIDL 12131 412-h 3*1_ 

Adllll il h ms reeemL eapertenee ilpsirea phm. H ll. 
PR ‘Orml, ft a, ri| ytitbin All mill s, mime ;.-iur 
Bnnon Mall JAhmi. lXl| j I erven View Ip r 
RD3 Du^nv sxtle, I'A W-HU 

ft iMli d opronem Im phm I ft' or l!H Will 
rlfii rt»y flay fluid flU eismen kutftl I Mill, ft il l plus 
f.ilrrl rvrnrv sm|j Bill Peppmw Jr , IlK ITarile 
Rd-, Libothayy. 1»A |J| If., |4j2HHiSIHI* 


Am I ti iivuruge 4a rn<r Wpen lu LiRpMlichlv M 3 H. 
PL, SI Alan mans- other All gapae* including 
CAT Any etui's III Sf-Wl.-IYII!. Ilrllmnd area 1 
Giephen GnThpin. 1*2 t RamhRr Dr. TMUnd 
PA IWlflA.. 737-31411. 

OoiHj til plater ttaoTTTnTT^.rT’jTh’i 11 FT.i..r A|W. 

RIF, ft’AS, But-. Camp. ft'Ul pm up g.uvJ light J 
;i'H fli'e >--|ii|ifl l-i cl plain PHM Eric Pnliny I2IF 

I lowei ler ltd. Jnhn*tnvi n, BA 13'JtM 

II yr old xTur-noviLr ttii'aliiilTf lo Imd w urgam: 

uppnfVeiitL. like i" pl*y m-iftlv l.ivtic. Nupulrunu:. 
Civ il ft'a r. ft'ft'll, John Rett. Wiudv liflah Rd ft D 
B2 Sewioys-n. V\ IK44IF MIK-71AJ 


Not ice player wdoil hr iippiNieiiiL for LjfaaJ I w .lF 
yuppie game early high tchceilnge tivu pick bade* 
Mur. Durllli, 344* Alder Sl.. Kill. I'A UlJl 
MAli _ 

Adulr gumL'r| 77| ie<kb phm opponenl Sot A nr or 
(bat I hate kin «nd phme-vpefbflUt A|L,04flifurt 
untutTud Hurry Popctiocl, 4lJ63 F'ruaiblin Rd 
Pitnhuigh. R-A I £314 |41 J) * 11 -M.£fr 

1 he Umvtir' iiy ol Rn ft'urgumerv mLl FusirnFve.'r 
Cijhch _vS4r -if legulflr mrrhhg^ 11, HnUvIsih KmH. 
HIS Spruce St rjnla . PA 011 ihe Penn cum put, 
nil Thm Lluv Trt 11 Milt 6-11 fWi All nrg weRijne 

Call k-ibn lievmisn.J, 2IM32 7UH im nil... 

Nerd u lew players Lu [dm, Dll' ft'ill gaioe 
master fur p -small Re, Nun Rero, ID3 Qpk. Sl 
hlippery Hoek. RA IfrtJ?. |4l2| 744-fl'.2d 
Aduli pluj-nr m e rJkd IJiTi pint Nrtd phm RH 

□juL, ftitn for raiing Twu puipui eaLh wuh a 
tftlt(.h m tidrt. RmB Ri.vhinv.iii. 7(14 ludmii t iteb 
Dr., ft’ilkei-liirre. PA IM7I32. |T|7l 424-2461. 

V|l tppSnatU MfliilesJ Inr A Ilf. r*e Ant ilulft nv 

Itunseille or Darlmgion nrep? I um 14 in. old 
l-iit Men uis, ft I 7 Brft Mh-A Ha run Mr. SC 

WSH. 3J2.*77[F. _ 

Aduli rated IK>U wanti pbm MppL'nenls. Illlifplut 
lb PflBilu t uj 2|t (I 'rp Lierrnfliftl Jfliflri, RalbTl. 
PSC Hr 3133. EAF'B SD S77CHS. _ 

III Puri, Pullldl. Sui Lad SSI A Tft' 177(1, phm 
Pun, 177*, deiperme to fliihet iyimt or join a v iu h 
Jt3f thirharri. RR 2. But HI, Aleilu. IX T«*g. 
WNUTS. __ 

Aduli ntga raifd 1 • H111 pi uv uyipune nn warned lur 

phm Dm. kil *21 tsiii pick ndr and upliiyiiul 
lulet. Fniil l.emke. Re I ftu.i 72*. Ftgm. TS 
7B62IJ. Ill-3675, 

PhyvieMA *M lern-agi: toll **ii| ||fo|tpv no IR 
or mih.1 olhei AH wurgame. Fred Fuion, MD. 

11J6 FfitrntBinv rtw |Jr , JH oflcii m I ?( 77113 T *7 ? 
H4-2K 


I e-.ikmg Ei .r ■ 11 11 ■ inei .l, "L Ni .rih l-L. II.-I .i:-, 11 an 1, 
County Kirgwond, Fliihhier Llnlld.. Kill 
W .h idiflffll H |I l> Pf . K ,n N a Mivcl. 1 X 71 Tftl. 1J111 
311-3234 ___, 

Siuinrsg now' Midway^ pbm bugufl. swuISanI 

for in I-.',. Fl.' h l Ainetlilion P.D. Ilov 1KU3 San 
AtigelO, 1 X TfrrJIH, 1* I jj SftJI-1 HD 

Hate Einp. will^im. Am dcsp-wale lor nppuoemt 

c|u|w And inneti piesrt Lflii, wcus. tend Lrpsibt 
■ignuJt, etc J1 dm Ha m ner, 6£ IK Spi ing 1.11F S*n 
Aaumi-i. TS 7 n?4'4. l£| 3J A4* »hi(*. _ 

Age 14 AR.LA BCX 1273 tta.nl!, iippfihrnlt uf 

napiluf age l-ve pine: of AK RmRnoiihle itp- 
punenti t'nlv Send tide preference All Igtlari 
ai hwered priMlipily AdHITli tinKireHUk, 41T SdfllH 
111; Tusi, Cedar City, L~T H472F1, ihlFlF JHa-dJOJ 
New AR L"A ISU* wnibL-t phm SL with AR G A rated 

plBvert. AI be phm hi php: IRC IR LSI, lift 
PI WSIM. Alft’ Tn4i. Mid, an,y dufcC Clair 
M Ilk, KK S £4 tl Wmid Dr < Ji til 1, J 1 1 K4IRFT, 221- 
BUHL 

La-reea 1 , retideni <ekt III opponenl in (amd. 
Wat, IRC. Mid. VI |E' ftfl., JR late m 
Rurhpgiorr, VT Call H644i7n4 du ring day ur early 
-■eni-'g ft'iilnun I MhlfTh HU N."ih 4^i r 
Apia,, Rurlmgtpp, V [ 634111, IH44S701. 

Llpfoiftthi.t w.jiutiJ F. n ^li Afl j 1 11V-1 A ft FA 

rifted- txperiemced plnyem L-pIv plttase. I ll and ivr 
pbm will rt«trtml chdHmjRx M.cbpielBl Hdioft 
3623 Barere-lT Ve* Ten *204. Fd III Ctiun;h r V A 

22ML I Till 1 N312.7S6. _ 

ft ili plov Sl. onlv ill perfrrn&ly pbeii four rtsvr 

vyvlfhi pluy lui Ihh hoi AHhA mini Jn|ui 
Aponrte, E|f Ramogia: Rd., ft. F.df. VA 23ID|, 
I 'HIHtHKI-IlIH _ 

F.ouhirp Ttw adult tterp-tmen R11 CiT plus iuCieie, 

Allrkl.TR. &C3TT,uhd l'f(C H.ilxfi l. Heymu.il 
Gacramento Dr.. I lam u Inn. VA -23hb6. II34-73 47. 

pm a m-. ' pit t v ikft"si^i^~rRr-rr 

WSIM ft ill phm all ga inn hill only have rytrin 
lisr Rft' Play for fun. mu hmcul [luviuJ Gic-vef.., 
J1S3 H Uenrveman Dr., Norlnlk, VA Z3JI3.(KJ3*F 
_ 

Aim: area ontt! phm ur | d name il I'm AREA iRJO 

dibit SSI III kl bice tOUWrirpc [m Icurft Sg | U tli| h ft-. 

hard plavihg hdlh aide*, liradliitd Nelion. U2S 
IIRh Av-e E. Am I PI. Saillll. ft'A 4HI HI 

Flfpetidalyb. jiluii gvmer warn. Lire r,anit fifiid 

gild one g4me TRC Nua-a ha pbm Will lry (let 
'77 il vlivi liHLL’ pbili tytichl 11 Nil Rotrflhmjrn.hl? 
■i 4S M , Luumu W’A IhfldK, 12llh| 47.111X11. 

FN'HI Afel-Alu pbm Rft'. Mid, Mi P . Hi. jrfTTi - 

M, fRC. ft'S-IAt dkherr Ant claim tn 
H.igf rilitmi irnl 2ira Im phut Rusrtll IpiLplil. 
R 13 Hbia £3 BftIcIa Gpfljjbgi; ft VA 3H11. 

Ihri'f >6 vr old is t rnip; r>V ablivv iiy erngc gnritn 

WIH I'll any All game incMing. K| ft'e UH 
nilctvled 111 Huilmg flub Ih Lllut ueeh. Mfleid 
Guiliirtflnd, 1421 FAivoudale Lit.. CliarleitLsn. 
ft'* 2131 4. 144-I4IJ 


Need oppv fur pbnt i'll Am nop-prertage L1 Im 

nu-.x-e Aim Ilf FL. VIP, 1736. HI3. 3R Cluhsi 
ftfluv Prit.lafT. ft'21'HN11*12 L'mltlendalK Rd.. 
Clfrmanluwn, ft'l 33QII. 6I6-FAM._ 

Li w dt irniler Jihrm two or mibln-plavet gjmev. 

Alio need phm opponenlv. lul. AK HIE ARFA 
oftly, am EMHI provi*. L nieitcd I3un Ctiinperi, 
Rl id. Bui 12fr C. ft' jUthilii ft I VWHI _ 

M dud ukee Gu.it nie I' 1L1 i1 i l iu h sfiL-nv.irs III 

w.iignmiiig ,11 f id ft'i-^M lEu 1 nui-fl W'hd A 
thftia raghiv ajid Sai al lej-noivns AlE wu rgampi 
placed, 5F or DlTierWiic All wilt;, uftf Call Hluiifl 
miMr fpr ipyim I-EI4I 4h-1-4R2* _ _ 

Warned: Oppunrnlt luf pbm }‘R. TRC. Ill PI . 

ARFA 4 IKE hsitHlfi, Jftyl slid pluv hi I la km- Dreg 
Kabeoheutfr, la, vs: |IE47, tudl., WV l±225, |,W7| 
JJH-1671Q __ 

Aduli aterug.c pldyift' who ha. Jflii applied lor 

ARFA slalus reeka phm for IJH IRC. LJJ.II/, 
aki 111 [or VITP. SSI. unit 1'3 TDH Hobeii 


Lxig,ieei. an2n WhtiehufM Ur. M, Calptry, 
Atherla Taruda TIV IK2 14R3E 2H1-42'i'3 

r3|'[kvofBit wflnifd for phni pbpftnd ltTror J->'i£], 

Im, PL. 3R. I oh, all lei ler- in-tweretr kin. hurl 
ViHJEMU, Rft I, Rnk I NiiIliIi,, Ruyiv Opt. RQ2 
2 K.o mi7;i 623-235.1- 

fhV''tVodiil K>P* L Jrtcpts ptl chalkebper! Wr'in 

i’tsr phm miLruniuni. Are* rated IhFIIF Ron Reed 
h Shu run Sc. Si k'arhenpet. Orttiiw. Cahad* 
L2N JJ*. tli-43&£ _ 

■£|o 1J11 ex 1 l! I i.isikiiig ior hi,nid »tll plat li! phm 

garaa e.FTi,h. Wgl. FnftJ. 3R. Rln*. PH, PL.,('rtlt 

TT. ft'MM.ARE Amrrt|4IRi He-Im h.nivton, MIR 
Glrpthnaver, Sekliek. Protirvce, MAN AtAQ(f4, 
4|!2-h74: __ 

ft'be k are the w urgimerv on Ihii. iilanil^ | F.rox 

III lev sUhetv ft's' would like Iftnto Hftdrulty with 
ntMlity. Pipy alt wargamcr Eager hoi patted! 
Ci'nlacl Mi FnimeG I I mil aflll .Murl'Sl . Apl 
hg. Sumufce. P hico. Jki403.722-E22* _ 

Maiiriif jiairmps' Etpcn-cncerl 16-yr nfd waigumrl 

mtslv ivpfcmglHh fw 1(1 fiLjs Alan phra Apaid, 
Fan, Ruts Camp. All itnh Eumpeari opponenls. 
AREA rated kipceol I’ AhmnJ,(icfirraLYlgUtlb 
A pi 3 h Vtiiillld. Gfuiifi, 4aS-£623 


Fur ink. Giuad f|J. 1014 iJS, pewf used ha 
counter* puHlhnt. Mihel gnJiR'b IP dll Nehd SASL 
for lul. Carl lliidaun, I' D. Roa IJ13. Jbjrtelpy 
CA *47|>). (41 Sj a45-1K14 __ 

Wnnled: original or vupetnH cops rlfc 

(J SNIP A l *ol £ 46. IT (HI hfnrrtd bnl luoi lu 
hen bid. John M Strong. Jr.. EC03 Umveritiv 
Ave.. Pbld AEKi, CA »FRll 

I'or'i'ahe' Civd War, Riarruifli, Aif EmpuTBiKd 

irthvET ugt ol pnnt garnet. Send SAGE fur lnung 
Rj ml) Heller. 346 r kii A tc , * 14. Siuekloll, t-£ 

Biliq J 204) *£ 1.3444. 

WunLrd Im buy I: -hoal “M usihr m’pitstf lo mi ni 

I .1 ndn .i.p and natSMiJT 4II yishi/mneftlv VSml 

dexcTipliuti Jnd utking price W ft' king, I (HI 
Keiivsimd ft,f «m.. Chumriigii Ii JilNlU um 
TSv-OSiTri. __ _ 

r.?r .rip Giud |H. |*14 £’ll. Mlhns ashil ^nbd 

SASf, Central Val F3 nj^. VuJ. 4 fl4, ihrij K »2, 
Phnv ,1 ml Hr a R t a 0 B and Aiu j« Dtu mm.: m..1. 
I, n. tn* _ 

t fui-T. Hn. litjud. Smif'SASt 

for ptieea Will answer all- Guild i"Od. Japiev, 
Chmutlti'p.ixT, -JKW lllmsviv Si SloII A FIT, IL 
rQL£, mi) 744,-4Bill 

Tfidc? “orir copy <if (ifnrril k'ol Id - Sui 2 in 

tacellgnrj email* I on for Itnf copy of (JeherBl Vfll 

II No. I Mds( he In good lo esucHenl condilun 

Wei r'alfBiLf, Jr. * IR E Wabamun Wftwierrv, IF 
MEIK7, bAlrtOm ___ 

Wanted Discontinued At and ALE g*hir> 

hspcriully t'veol s ® M- W'hu Send prwrei Alio, 
have tor idle timage AH giftiex. EeMpisa. E*I4, 
CRlty | hi I and mtue .Send Tor lisi Nuel Vpipa, 
Jf , 23JJ ( i-l|rge Jjf. 41 £3. BnEtin Rungc. I A 
7PMB. (WE »24-*l7h. _ 

Fift tile: llrnihy mil ol prifVI □rUirali. put Is Sir 

Arum 'tit. compldit 1*!4, tefi gixuE l itisfl 11 iflii 
Lai feme ly mMsnulile prieex Jeflrey Seilah. 


Wnnied. lop dollar Fui^yM iporlt gamci 1 vinyl 

hoards! iJltit L ine Hockey, thinking. Man's.OdJI. 
Speed Cneuil 6 ho back Cenemli, 3M Roubsheir 
Send pirte. condition (Timiapher Ktmia. Bus 
(Nil, CiiLml, MA pSftBS. Iftl n l 42B-KF4T. _ 

W'flAiid to buy Uriginal Ei-lxifli |rTK| M Eg&U6tfr>>, 
kiiiiid. und Parker Bros 'Rivum or Huit'', 
unavuiiflpie mdny State gond. rd gnuiid and price 
Lo T.mnlhy Rian III TaJicad Hd Cuvncy. MA 
UJEfi*._ _ 

Wanted Central buck ivsucv Voi. 3 2 Nn I to A and 
Vet, li Nd 150 a ftanify CurbwclL I Q>7 ft'i hkomd 
St.. W inches Ler. MA OIBJHl. TM-I*7h. 

Waaie'd Ijcinerflft ^'olt. H Vl Vo I |ltL. VXTl 

n£ ti'iivd ifTHit.fopirt aeccpieir Need Ihttst istvues 
JsBtHy ' Stpd t our price W|J| pay topdoMirF ion 
Hieknell. i K» AirEiehl Lane, MsdUnd, MM$A4U, 
i;jl7j 6>J-M37 _ _ 

Warded: hack imue ol I lie General. V.iV IJ Ng. 4. 

Gesid price 10; iaon Criwford, UN ftrh S, 
He at run; NE xJiilil _ __ 

^TtTo 1«d” 'iwruiri i.rV’.ixl L1V n d i I i 11 ,ih(3 M, 

countcis misting Ksndlv beep t our oFfen undti 
Il£lJp*y [tfiUngL’l A In) ualtl (itncrul Limtainirig 
Advnoted Ulururek rftlet Rbftds Sandt, Elat 
Fsnpimora 13r St ubm ’1 , NV 117*3 (316)431-24 Fh 

WfloLfd: ^eit >hI cnnntert und rime record card' 

Onpinnh only. Cnunlen max be unpunched 
t'piyipktc trt (ftu nrukiJ J| lueiimpklt tend llsl 
of whai yufl Have, Sldrl Savsiry 7JJ N Ring Sl , 

foflig„J[ttU5ai -- 

Wanted- hack Ritflr of General Vo|. I T»4 mam be 
ei'iuplelc WILb l.ibruF eap.irnnin CHinlen. Will 
pay any fair pmw vwi name Glenfl UhRoft. |K 
Wirrtn Sl. Rl’tTHin S J (Hl h M4-2H24. 

“Hunted’ hack itide ol'1 he ftfn viu’T-l I, Vo| T; 

43. IM. Vol 13 f|,4,h. vero* ok Mustbfcimpluc, 
naie price. Risherr L Gnyder, 444 ft Ftrrv &l„ 
HuJIdTu. h'Y H2IJ.t7Fti>SSd-tr44H. _ 

F or Mlc. 1*14, grisad I-Ufid I| ion hni Kid ttvrtllT 

A; ii-m gixul ettsuFil ion hen hid rnyr £7. I par 
pObiape Mil iLsi'h Gflry El. 1‘flt-iv m. 114-J.l -7tb 
A)C fMlkue JAiinl, NJ U££h. 1,2131 333-7b4l 

Vile: inditidiul lountUri From M l daisies a ml 

virtid ifthel gnmf Rirh. AIF fliivll Kind Tiirrvfv 
include 'SB Gust, FEck Gest, A4 fiqtr, Dr.g ( hah 
(itrtd. lefts] herds, yyltlt SAXE Kevin (inLlaghee 
j03J Rihb. Drive- Cutumhux, PH 4l23li_ 

T will buy lueytm not twiiAHgumesifi completer 

miect, potxi cupditiLio "hgt I VrstiNi ni Vnkisn" 
gflnr madr hr Mi II.in-HnidWy during |4Itki 
^>' .iC2 E'flsherlHAd 43, Njtb> ilk ilN. l?206_ 

P-iar ink I.'-Jkint. Jul, N-Chess, send your bid All 
replux 4livuettt3. lerri’ D1mu.1v. *0tl Elm a206. 
Grfl hpsri, t"X 1M346. ER l TF J4*43(l74. 

Trade will Iraih I'-Un.m counters unpunchett, 

iorGujd ui bume coniJiriMii M w MrUuitin, VA 
l 3mj N RtiwtilU, V3 H4P D. |W]I l_7('MI('2* 

ft'iinlCd. liernjt.11 itViie ’iVsl I] TU Sdi - Do:. B*7-h 

with Tobruk eapenuun vtiwmen E'hisi'.vsiopv will 
du Sviiv s.iur pni’r 1 Willi-.ideGI . IRC ALM'iir 
utkf fur iingiogl (iflry R Affliiiun?. Bus £ 


HeihuiiV. W\ 2hFFJ7,13(H) U24 4hlW. 

Wan led: C'iO BAD. \ls,si he sOftipRre h ni”m 

llXbrnew s.Mtvdil inn please. B L Carter, Vori 
FFd .ai- j 1 ■■ !i.:i,.1,1 V ■■'J.Vft ikiHi JRM-biHH4 



GENKRAL BACK ISSUES 


Only if hmiFccI numhtr ol fih'NfcRAL buck Uiiugi urc tivuiUiblc lor 51 Stfetidh plujnnrnwl posingc and 
iLimJhn^ cl’iJITjttFv LSud ID low RUppUe* ft'C recjmisil that you sp«iTj un alturmiTe I'nF nny ■w.-LkVUO 11 jog iTitike 
Tile iiidch hfUsw litis iIip eonit?n(K ill ^isich lAMie hViiFbjEii rEiRUcr, TcaEurg ariidvk urt; dawipnated wiihutr(*), 
xcrEus rtpluyii ojtc iT#itct*eil, g nd ihtr numtigr fsv I ly wing each isiuc j*; the- reader rati he ol ihm jantkotirijiiruc 



VoE Us No, I 

Vol U, Nik 2 
Vol. II, No. sl 
V U |. U, Nit. ^ 
VoL 12s No. fr 
Vol, I V, No, 5 


*177(1, ■ijTzj'ir, imsFL-dl.'ineoutF, Pander blit/, ChnncellorTtvilk, Pjm/ei Leader. Siqlin- 
grad. Tact Jo I] 2-$ 7 

•V [uhruk. AJflycxM'i 1 ;, HuljEC, filLt/trLeg, Pdnrcr 1 cader, SlaJingrud .V. IU 
■Judjind, Waltrlwn miMTUancaniKs t hEird Hcicit, Chanidinruviille . ,1,4ft 

■ Pan/efblitz, .Jrr.-j'jj. mixixllancoH’t. Alrika KorpA, Blit/kricw Third ftqich v.23 
*ChancglLirWiIJe, H SAfM. fflEHCtfllilltetiux, Pdn/er [.eiidcrs SliElln^Gul .V 42 

p I>ri^inx of WWil, j\frika Clmttcell£>DSvil[e L t';ig-kdr\ l.c^itiriA, WS&IM. 

HEchEhoIcnN W'wr. t77b, patizer Tedder. mtKielltineinit , V.H 


Vql. Isl, So. I 

Vql, 14s No-2 
Vhi|, |4. No,.I 
Vol. 14. No. 4 
Vol. 14, No. 5 

V'ol. 14, No, 


*CaP!Lir Alexin 5, The Rufiiian CflmpAjgn. I urLWdTlV, Third Rea^h, Arab-[srat?]i \Vjrs. 
Afrika Korpji, Panzer Under -1.56 
♦KinEmpktp 7, .4 Si^Ltad L-cadcr . .3,27 

* Anh Isra-tlt Warb -3. Sltllngt&d, Ituvnan t'ampaign. Third Rcieh. War At Sea T 17 
♦Victory in ilur Pilei lie 2. StaftrifirtnL TbiEd Reich. RiehuvTen's W L ir. JiiFlimd. I*J76 25? 

*Si,|und LcEtdcT-.l, WS * IM. ItuGMun Larnpasgn, M id ft ay, Skirxhip 'I rmvpcrjt. I hirU 
Kcich. M iscdlaneoio 2.77 

♦D-LJ^y. I icinry m the Pti* ifli-. Pan/cr I cudcr, Caesar’s Legions. Tnhmk 













































































































































































































